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GET 24 PAGES DF ACTION 
COMICS IN EVERY ISSUE DF THE NEW 
IMPROVED NINTENDO POWER! 

That's rightl The Legend ofZelda comes alive 
depicted by one of the world's top illustrators i 
Sixteen pages of full-color action in every issue' 
PLUS, eight more pages of bumbling escapades 
featuring our favorite video hero, Mario' 

PLUS MAXIMUM POWER TIPS TRICKS 
PREVIEWS AND NEW EXPANDED COVER 
AGE OF ALL 3 NINTENDO SYSTEMS! 

AND IT'S ALL STILL JUST 


The new Nintendo Powe r 
features the latest press-hot coverage of all 
three Nintendo systems-NES, Game Boy and 
Super NES-mcluding Top Twenty hit lists for 
each' Plus more of everything you've come to 
expect from the hottest mag on earth' 


GET IT NOW! CALL 


TOOROERBYtnSAOHUASJftCATW MON SAT 4AM TOItMWHKHT 
PACItK STANOAHD TIME IPSJ) SUNDAY HAM. It'S PM 

Whan ordering the FREE Nintendo Player't Guide tell the operator 
'coda 465 'hr the NES Game Allas, coda 466" for the Game Boy 
Pfoyer a Guide, code 467 for the Mane Manta Player's Guide, 
'code 468 for the Super NES Player's Guide 


SUBSCRIBE NOW AND SCORE A « n - — s 
PLAYER'S GUIDE...A $15 VALUE- £ / 


Dm into th? new, improved Nintendo 
Power now and pick from four hot 
Player s Guides! 

•NES GomeAthsfcode 465)- ISO 

pages of complete maps for 18oftha 
best-selling classic games 1 

• Game Boy (code 4661 fsatunngmaps, 

Ops, strategies for over 130 action hits! 

• Mano Mania (code 467h 
including amn depth preview of his 
new adventure, Super M3no World! 

• Super NES!code 4681 the inside lo wdown on the 
new game line-up for this 16 bitpowarhousa 1 
It s your choice Pick one and get it FREE with your subscription to 
Nwimdo Power- for just SIS 1 




















































I'M HUNGRY FOR ACTION! SEND ME THE POWER 
...NINTENDO POWER! 


n YES f GIVE IT TO ME> Send mo 24 ISSUES over 2 Veers- -and my FREE Nintendo 
Plsyar s Gwde-for }UstS30 * 

□ YES* I'M HEADY FOR IT! Send me 12 ISSUES over lyear and my FREE 
Nintendo Player s Gwde~for just$15 * 

*Prtcm bated applyto 0 S. resident; only Ws shlngton Slate restarts add *2% sales ux. torsi S32.4E hr a 
2 year subscription end $1623lot § I year subscript in Canadian tPStr!an*?payS44 94 Cnnadian hinds fnr a 
2 year subscnfti'n and $22 47foi 1 1 year subscript) <n (mchtdts 7% GST) 



Please choose one 

O NES Game Atlas (4651 O Game Boy (4661 
O Mario Mania (467/ Q Super NES {4681 

fncio^v this curt with yo&f payment or credit 
cord information in an envelope and mail to. 

Ninte ndo Power #' Maganne. Attn Subicnphon 
D/fpt, P 0. Bos 3704 3 Redmond WA 99L73-97C 
Canadian m intents be sure tv oetr on 
international postote s wrap. 


Please print cludriy with ink. 


NAME 


AODRESS 


CflY STATE ZIP 

( ) 

TELEPHONE NO 

I m psymg for my subscription by Ichock onef 
Q Check or Money Order (Payable to Nintendo} Q MasterCard (2) VISA 

_ __ / _ 

CREDIT CARD NUMBER EXF OA TE 


CACOHOUJEH S NAME 

X _ 

CARDHOLDER S SIGNA JURE 

Pfaros all jw *-$ivrflfo for delivery 
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Boy, we asked for 3-D art, and you gave it to us! 

Move Over Michelangelo! 


Frog P_egs 
To Go! 

Enclosed is a photo of the Battletoads my 
mom created. I told hermy sister, brother 
and I really wanted some Battletoads to 
play with, so she made a pattern and 
sewed them for us. We really like to play 
Battletoads on the NES,and now we have 
others we can play with, too! 

Donavan 8eckering 
Hesperia, CA 



Thomas 


Vander Hoeh 

IA 



Check 
These Out! 


Gold Is Up 

ThisMonth! 

My name is Steven. I am 8 years old, and 
I love role-playing games! Here is a pic¬ 
ture of the Dragon Warrior Slimes I 
made out of day. As you can see, I have 
also created Gold, Green, Black, and 
White Slimes in addition to the ones 
seen in the games. If you thought the 
Metal Slime was tough, my Gold Slime 
is invincible! 

Steven Koenigsberg 
Farmington, Ml 



put Me In 

Coach! ' 

Wc have just finished Super Mario 
World and you will find the photos en- 
dosed. The game was finished by two 
players: Anne-liese Gonzalez and Raul 
Navarro. Pictured is our third player 
and coach, Immanuel Rodriguez. He 
was forever egging us on and his help is 
just what we needed to defeat Bowser. 

Anne-liese Gonzalez 
Bayshore, NY 



Wb don t think immonuel could be nny happier, 
do yov? 


Do you lomaHfflM with thet you had tom* of 
the power* of your favorite video gome char¬ 
acters? What ipecial ability would you want 
and why? Write in ond let us know whotyou’d 
do if you could bo your favorite Nintendo char- 
octer for o day! 


6 NINTENDO POWER 






























^ neyj wnere can wo 
gof v coppucclno? - Last 
September, Ross 
Maskowitz, friends Alex 
Malosin, Frank Scorn no, 
aixf brother Joy 
Moikowitz shredded 
San Diego in search af 
Da Vinci s lost treasuresl 
Rom entered the Ployer s 
Poll Contest which 
appeared in Voluree 24 
of NlnteiKfo Power Talk 
about a blastl It wos on 
event to be remembered 
by oil 


4 Ross friend, 
Frank, helps 
him check out 
the mysterious 
horse statue 


Ross gets Ns 
cappuccino 
and olio finds 
ihe secret 
notebook. ► 


EDITOR’S CORNER 

This month's Nintendo Power features a 
new look. First of all, there are more 
pages, largely due to our new comes 
section The reason for the change was 
YOU! JbuVe been telling us what you'd 
like to see m Nintendo Power magazine 
and we're responding. Keep sendmg m 
those letters with your comments and 
ideas It's difficult to stress how much we 
appreciate your input Also, the Players 
Poll cards you send in help us immensely, 
and to show our appreciation, we offer 
the great prizes you see every month. 
We've got a bunch of great Player's Poll 
prizes commg up, so keep those cards 
coming in Thanks! 


Gail Tilden 

Editor in Chief 


PHONE 

DIRECTORY 

Nintendo Power Subscription* 
1 -800-521 -0900 

Subscriptions and renewals only. 
Coil 24 hours o day, 7 days o week. 

Consumer Service 
1-800-255-3700 
(TOD 1-800-422-4281) 

CaH for service, general assistance 
or to change your oddress between 
4 run. end midnight Pacific time, 
Monday through Saturday, or 8 
ajn. and 5 pjn. Sunday, 

Game Counseling 
1-206-885-7529 
(TDD 1-206-883-9714) 

Stumped by o gome? Coll our 
Game Counselors for help between 
4 aan, ond midnight Pacific time, 
Monday through Saturday, or 8 
o.m. ond 5 p-m. Sunday. It's long 
distance, so before you call, be sure 
to get permission from whoever 
pays the bill. 
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DR. COSSACK MOUNTS AN ATTACK 


The battles of the blue bomber continue in the fourth NES Cossack has dreamed up eight new robot leaders to smash 
installment of the awesome Mega Man series from Cap- Mega Man and he’s created a huge fortress that rivals Wily’s 
com. This time, there’s a new villain gumming up the works Skull Castle in size and ingenuity. Take on the robot leaders 
of Mega Man’s utopian world. I bs name is Dr. Cossack and in any order. Then fight your way to the evil doctor and get 
it looks like he’s learned a lot from Dr. Wily’s near misses, ready for some mega surprises! 
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My domain is one of the most trap-packed areas 
that you’ll ever encounter. Mega Man My trick plat¬ 
forms will disappear under your meddling mechani¬ 
cal feet, my Saturn Seekers will knock you into obli¬ 
vion and my Ring Boomerang will send you spin¬ 
ning! 


Dr. Light has tuned up Mega Man's mam 
weapon. This Mega Buster can send out a 
mighty blast when it’s powered-up Hit 
the Spring King with three big Mega 
Buster blows and it'll break 


The Hippo Launcher sends out Missiles 
f rom its high perch, Blast the segments of 
the pole and hit the Hippo when it comes 
down to Earth. 


Mego Bust ttv* segments of 
the Hippo Louncher s 
platform 


Hit the Hippo with a Buster 
borroge when it s within 
reach 


Power lip and hit the Spring King whan you see its eyes 


CLIMB 

AND 

CONQUER 

The platforms in 
this area will move 
out of the way as 
soon as you touch 
them. Slide across 
them for speed 


Mega Man’s new mechanoid |J, 
pill, Fliptop, hides out in enemy H 
territory with Power-Ups and ilj 
extra energy. Meet him here. | 


The ring leader of this stage hits hard 
with his Ring Boomerang. Counter 
with the Pharaoh Shot if you have it and 
he’ll be history, If you're out of Pharaoh 
Shot power, hit him with your Mega 
Buster. 


Slide ac oss the platforms 
ta avoid dropping 


Saturn Seekers aim to 
knock you off 


MEGA MAN 











































































My water world will prove to be your last battleground. Pre¬ 
pare for the dangers of the deep and I’ll meet you at the bot¬ 
tom. Once you get your rusty works into my den, I’ll come at 
you with my powerful Torpedo Attack and mccha-wimp 
seeking Missiles. Give up Mega Man. You’re out-gunned. 


The elements are on my side, mega fool. The wind, rain and water 
currents in my high-tech hideout will knock you down, then my 
sewer dwellers and Bomber Snails will send you reeling If you 
survive that onslaught, you’ll have a shot at me. IVe taken control of 
Dr. Light’s Rush Marine Adaptor and if you can get past me, you’ll 
be able to use it to dear water-filled areas. But don’t count on a 
victory. I’m armed with the Rain Flush and I’m ready to wash you 
out! 


ir you c in Keep loao 
Man busy, he won’t 
have time to activate the 
Rain Flush. Stay on the 
ground aid blast him. 
Then, when he jumps 
m your direction, slide 
out of tht way, turn and 
fire! 


Tb* curr*nf pulls you to fh* q_kUy in this ana. 
Work agains tta waltr, rhtn hil rtw Robo liafs and 
oth'V sinister slim*s with your M*ga uster If th*y hlf 
you first, you may of knocked info fh* muck btlow 


Toad Mon I. s planftd two hug* lorobif Snails »n his hidiouf 
Th*y II rtacf to >aur shots wh*n fh*ir *y*s or* op*n, Avoid 
rh* blasr of rh* bombs thaf fh*y lob your way and won for 
fh* right moment to hit #m 





























































Tins behumath fire* Missiles and 
colls in depth charges Avoid 
these explosives and fire off 
yow own blasts 


Dive into fhe 
hole to retrieve 
the speciol 
lifting Wire 


| This master of the deep charges with a low and 
fast Torpedo Attack, Jump out of the way and 
hit him from the other side when he stops. 


Don’t be a dimwit, Mega Man. My brilliance is much too 
much for you to bare. It’s a pity that we probably won’t cross 
wires since my Bulb Blasters are quite capable of burning you 
out before you get to my den. If you dare to break them, you’ll 
be lost in the dark. 


After your bout with the 
Bulb Blosfers and your nde 
on the Spike Happens, 
you II be ready for a refill 
Climb the ladder on the 
naht to claim an Energy 

Pellet 


The dazzling Bright Man will attempt 
I to halt you with his Flash Stopper .and 
stomp you when you’re frozen. If you 
hit him with load Man’s Ram Flush 
though, you’ll turn out his lights with 
seven torrential blasts. 


If you break the culb Blasters, 
you II loss light Avoid them m 
stead. 


MEGA MAN 
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That meddling Fliptop and the Energy Containers that Dr Light 
has left behind won’t help you in my machine-crushing headquar¬ 
ters. I dare you to climb to the top and cross the bone bridges to my 
den, ’cause my Skull Barrier will send you to the scrap heap. 


Bone Jossers can survive most weopons 
that you use against them Power up your 
Mego Buster, and you II send this one a 
shock that will scatter its bones. 


Wait until you get a load of my fortress. Every inch is 
set with traps designed to compress you into the 
chunk o i scrap metal that you are. Pm especially 
proud of the crushing Pistons and the Mechabits that 
pop out of every holt. You’re dust. Mega Man 


Prop Tops corn* 
out in Force here 
Hit them quickly 
and leap from 
square to 
square. 


inercs lime crrjice mat youu survive ltk 
blows of my Boulders, Meg. M ji. And, 
even if you manage to limp away from this 
crushing encounter, Pll be waiting for you 
with my Drill Bombs and underground 
attack. You’ll never get Wily’s Rush Jet! 


nrrmira 


[I fiVSiMi 
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There is d tofol of five Energy Containers hidden 
throughout fh-> tight robot leader stages. Two of thtm 
•re in this smoll arto. Collect thtm and tnovt >nl 


This skeletal robot protects himself with the 
awesome Skull Barrier. Run from him while 
this arcle of skulls is around him. Then open 
fire when he drops his shield. The Dust Cru¬ 
sher does wonders against this creep. 


Keep your dis 
tone© from Skull 
Man and hit him 
with the Dust 
Crusher 


Dust Man sucks you 
in with v icuum pow¬ 
er and attacks with 
the exploding Dust 
Crusher. Run way 
when he’s pulling 
you, then jump 
straight up as the 
Dust Crusher comes 
in and explodes. 
Power-up the Mega 
Buster while you’re 
avoiding this attack 
and let him have it 
when he stops. 


L d FI lb v 

Pistons attempt to crush ■ 
you in this long hall B 
Clear .away the blocks I 
between the Pistons and I 
the floor, from top to W 
bottom and slide through 

■ i £l< 

the narrow areas. 


TONS 


Drill Man dives into the ground and 
pops up near you. He then sends out 
exploding Drill Bombs .Jump repeat¬ 
edly while he’s underground so that 
you’ll be in the air when he surfaces. 
Then hit him with a powered-up 
Mega Buster or Dive Missiles. 


Avoid the hormful Drill Bombs ond fire bock of 
Drtl! Man when you have a clear shot 


boulders drop from fhe fubes hare 5 
past them and you won t be crushed 
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Leap over the entrance to the 
underground and move on to 
collect this buoyant device 


Prepare yourself for a hot battle in my desert head¬ 
quarters, Mega Goon. The sting of my Electro 
Scorps is strong and the wrath of my Mummy 
Maulers is magnificent 1 I’ve instructed them to 
stop you from entering my den but, if they fill. Ill 
be waiting for you with my Pharaoh Shot 1 


The Balloon Adaptor will allow you to 
create balloon like platforms 


Take on the strange Skull guards 
deep in the castle 


Hap through a snowy field an your 
approach. 


Face off with the creator of this 
mechanical mayhem and try to 
escape from tf» crushing 
Pinchers of his machine 
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W r ROATIMCi 


As long as you're on top of the Floating 
Faces, their shots can’t harm you. When 
you get within jumping range of the 
next Face, leap to it before it has a 
chance to fire off a shot 


The blast of Pharaoh Man’s Pharaoh Shot is super strong. Avoid con¬ 
tact with the Shot at all costs and counter with the Mega Buster. If you 
have Bright Man’s Flash Stopper, you’ll be able to do away with this 
fiend easily. Just freeze him with the Stopper and fire away! 


Its true! Dr. Wily was behind this evil 
plot from the very beginning When 
you finally come to terms with Dr. Cos¬ 
sack, you’ll find out that Cossack un¬ 
willingly conceded to Wily's plan after 
Wily kidnapped Cossack’s daughter. 
Now, the journey to take down Wily 
begms again. A new, improved Skull 
Castle awaits. You’ll come across new 
droids, clones of the robot leaders and 
the real evjl genius in a con¬ 
traption designed to destroy 
Mega Man once and for all. ^ 


aim* 


Once Cossack is defeated and his 
daughter is saved, rhe real villain behind 
this scheme is revealed 


MEGA 


I«ONNM BREAK VOO. 


m 


1 ~ i | 

‘U.rttt — 1 
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MY POCKET 


Miniaturized by a freak act of nature, a good-natured Vampire and a mild- 
mannered monster hop into Jack’s pocket and hitch a ride into his house. 
Not all of the monsters-made-mmi are kind, though, and other tiny terrors 
soon stir up trouble. This new adventure from Konami comes complete 
W with one of the creepy little collectibles! 


I HAVE A HEART 


We interrupP this program 
with a message from your 
focal Warlock, H« mean 
minions am on the move— 
in your own house! 




THE MONSTER 


VAMPIRE 


Whtn m*on mfni-monster* im de, its up 
the Vampire and Monster to dtan 
house Begin b .listing the L d uys with 
fhree monster Jives and re plernsh yc* 
•n*r«y with Heart Jars. 
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THE MONSTER MASH 


MONSTER 

IN MY POCKET 


The only way to stop the flow of mad monsters is to find and defeat their master and head 
henchman, the Warlock. Either fight every foe you find to rack up points—and extra lives— or take the roads 
less traveled to avoid major monster damage. First, master your methods of attack and evasion. 



I 1 QUICK JUMP U 


HEAVE HO 


KNEEL 


MONSTER SMASH 


DOUBLE JUMP 




This is a Bedroom on a big scale. First, you 11 find a radical-sized radio. 
Don’t touch that dial! Jump up, maul the monsters, thin continue up 
to the window sill The route across the desktop is easy and yields a 
Heart Jar, too. 


V jf Monitor corn fcn««l quickly to void firr- (■% jf ■ 
waful t* know ' l sh enemies e t ?pre dtt , on o 
low hne, of«j yw tair^vcn kneel to .mash the Stoll* 
that Skeletons roll at It s o good evasive 
technique. 


«*>' m .Mkifv .ic«r5 r> ’filts * ,/* . w Kneel, 

f|y“ fjraii *o pick them up Releuve 6 fo cart) 

them, and pres* B ogam to throw them at monitm 
obove Wl below . ... 


Pres* b te jump A regvfer jufr will ? jk© you hlib 
enough to land on ‘ow iedgev You cprr olio lump op 
to hit low flying enemies. Press Oowft <ind B to |ump 
downstairs * 


Most of your otrack* will 
be straightforward, bore* 
bonded brawls You can. 
eliminate many, monster* 
with c single |db, but 
others lake mufhpie hits. 
Defeating tot ievel bosses 
requires many well hmed 
and well aimed hrts. 


You can reach landing .rtes 
that are usually out of 
ropgfc by doing a Double 
Jwtip. Press A to jump, 

then when you re at the 
highest point of a regular 
jump, press A again. You II 
continue up and be able to 

reach hfgher ground 


* 


% £ 

(J 


-t 






























MONSTERS ON MY STAIRCASE 


You can go down the Staircase steps and build up points by mashing 
monsters, but it’s always more fun to slide down the Bannister! Jump 
onto the table, then bound from the frame to the railing. Press 
Down to start vour sliding descent. 



'jjptffcur ' 500 dots, mmn «i?T- 
* ch . din lti J We, > 4i must c .Jlect 
trip t jjvvthe |Ives *M F 


BIGFOOT 


TO SPRING-HEELED JACK 


SUPER SLIDE 


" •> ,'flpnunr scorer ■em« «5 » 

dihgertiu* » niptcf) of the I *nflmryeife ffght 
49fnt l#c evd Winged Anther A* ones 
h •gm> slid*, though.^ ull b*invihdW* 

obte krvwA eneitfftt off tfw fflU 


You ni m for o chilly reception from tHs iceman He throw* a Freeze spell end 
charge* *fen you hit him Melt him down without taking any damage yourself 
by U’-inq double lumps. Hit tom in the back, tump over him as he etiiw'gfts, then 
imnif cta'ely lump again to avoid the feeze spelt 


Jeck sprjnfs High testes oaf b ty * iggers. <ye ; 

•vo the falling knifes While yen get ) urlieki »n. Try to comer ick " hit 
him unhl he keels o*4r Tber will dear the stoat and let you move on to- ih* 
Kitchen, where ethe^vwnelers ere running aie 


SPRING- 
HEELED JACK 
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MONSTERS AT MY TABLE 


Ogres, Rocs, Goblins, Ghosts and Ghouls arc running rampant m the 
Kitchen. Clear out the area under the Table, then jump onto the back 
of the chair to reach die Tabletop. Watch out for flying sugar 
cubes! They’re dangerous to mini-monsters. 


MONSTER 

IN MY POCKET 



You’ll start by the sink, then move on to the stovetop. 
There you have a choice of routes. The upper route has 
Ogres, Ghosts and three Heart Jars. The lower route, 
which has two Heart Jars, is easier. 


vm 




TO BIGfOOT 
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MONSTERS ON MY STREET 


Stage 3 takes you outside and down the front steps. Watch out 
for gigantic, run-away golf balls and drop through the manhole 
to the sewer below. It’s grimy, it’s gross, and it’s filled with sewer 
slime. Enemies pour from pipes in an endless flow, and freaky 



2-FLAYERS UPS 


DON'T RUSH IT 


THE ACTION 


OUBLE YOUR MONSTER MIGH 


If you troll fewoid top *MeWy, 
rOb br the risk of mwsmg 

place? and tilings Mbu 
car ♦ -roll bfWlk. 


Even though lht> mamac monsters 
are liny, soro* rooms are redly 
crowded. You don’t ha*e to meet 
everyone ot once- 


Onte you ve po>kcd Cm item and 
the screen scrolls ahead, it s 
gone Slaw down to look for 
Heart iars> BoitJ ond Key*. 


Stop Wort for the monrter h> 
near Strike, then move on 
slowly Stop os soon as another 

one enters on the left. 
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It’s down, down, down to the seedy side of the street. The first 
enemies you meet come marching out of the pipes, one after the 
other. You could stand there all day fighting them, but a few well- 
timed Double Jumps will take you safely to die next area. 


GHOST 

10 Points. f looting visions. 
Ghosts follow persistenlty 
Be ayre ta attack when 
they com© near If you just 
paw them by, they II return 
to haunt you 


10 Paint* Tbs deadhead 
shuffles along in a trance, 
stumbling into whatever ts 
}n Ns way He s not so 
tough, thouqh Hit hm 
a nee as he approaches. 


5 Point* Wstch outf These 
winged warmongers hover 
above, then suddenly dart 
In with stunning speed. Be 
ready to defend yourself 
with o avfck punch. 


10 Point* Although they 
hang aut in the sugor 
bawl, pesky Goblins a rent 
sweet tempered. In the 
kitchen, they watt fa hud 
huge sufjnr cubns at you 


5 Points Heads roll 
when he s after you I The 
Skeleton is a bad bucket 
of bane* wha likes to 
bowl—with Skulls Either 
sock them or jump them 


5 Points. These Witcher 
hove wicked disappearing 
ads that keep you wonder* 
mg where they II be next 
Avoid the deadly rings of 
light that they itvow 


CEREBUS 


10 Paints A mod hound 
with a stealth attack, 

Cere bus is a four footed 
fiend Mi* bark isnt os bad 
as Ns bite, sa shut his yap 
before he attacks 


HUNCHBACK 


5 Rants. Though he op* 
pears only bnefly in the 
gome, he springs from no¬ 
where to moke surprise ah 
tacks. Watch for Ns sudden 
appearance in the bedroom. 


10 Points Carrying huge 
eggs. Rocs fly overhead 
ready to drop their soft- 
baled bombs an hapless 
rum-monsters Jump and 
punch ta get them both 


20 Points Who? kmd of 
foul fish ore these? They re 
poison to you, so steer 
deer Don t let them knock 
you into the sludge when 
they ]ump and attack- 


KRAKEN 


MONSTER 

IN MY POCKET 


across. Climb aboard and watch 
out for th*- jumping TiSttns There» 
no lifeggaitfon diiy^upre, dent 


With terrible tentacle* hailing, Kraken i% o 
scary fight Don t start shaking in your bools, 
though. Be paher* When he emerge*, stand 
clear and wait until the right tentacle disap 
pears, then |ump in, K*t, and jump out Repeot 
to get in some shots just before the awful 
octo submerges. 


ttr bosses 
ence, but con y Ai 
fi r ' yt eg m—and 
_ m tffc/i lehenn'their 
If*! vjtele der? 


ibete'sd i.jir eBeod jh ’ jWefc 
mg C fasftophe C *n j ur hard 
het ind h* £ for ihe nstruc- 
tien-Ae. am the giden t* 
meet heed f ar l !e GimfirL 


Will the real Me .use . !e«fr 
stead up? Medusa is the 

elus v* master of IJ*. ioiv, in 
she sfctaiewhere *n the One* 
tel f slice, |uit $ ,st the gv A; 
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THE TECMO TIMES 






1991 NFL 
►PRESEflSON 
SEASON GAME 
PRO BOWL 
TEAM OATA 


finesse. All games can be played against 
the computer or another player. 


SUPER BOHL 


Tecmo Super Bowl’s three settings 
allow you to test your playing abilities 
in a single game or an entire season. In 
the preseason, you can pit any two 
teams against each other. Season games 
allow you to take the team(s) of your 
choice through their 1991 schedule(s), 
saving season progress on the Game 
Pak’s battery backup. The Pro Bowl 
assembles the best players m the NFL 
for a final showdown of skill and 


Tecmo Bo 

A Super 

One of the most popular 
sports games ever produced 
for the NES has finally 
inspired a sequel! Tecmo 
Super Bowl updates the clas¬ 
sic Tecmo Bowl with more 
teams, more plays, more stats 


The 49ers 
In A Down 


The San Francisco 49ers squeaked 
by with a 14-7 victory over the AFC 
Champion Miami Dolphins in yes¬ 
terday’s exciting end to the 1991 
NFL season. Joe Montana and Jerry 
Rice justified their starting positions 
in the upcoming Pro Bowl by con¬ 
necting for 135 of San Francisco’s 
153 passing yards. Rice scored both 
49er touchdowns. The win went to 
San Francisco despite a convincing 
last minute effort by Dan Marino 
and his determined Dolphins to take 
the game into overtime. 
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wl Fans Cheer For 
Real istlc Sequel 


and more fantastic cinema 
scenes. You can take charge 
of any or all of the 28 actual 
NFL teams and guide them 
through their 1991 sched¬ 
ules. If you’re good enough, 
you can change history and 


take an underdog squad 
through the NFL champion¬ 
ships to a Super Bowl victory! 
This report on the game 
recaps a Tecmo Super Bowl 
championship season for the 
San Francisco 49ers. 


Are Victorious 

-To-The-Wire Game! 

1992 TECMO SUPER BOWL CHAMPIONS 



The San Francisco 49«rs eelebrote their 14 7 
Tecma Soper Bawl victory over the Miami 
Dolphins. The win capped off o bnlliont 13 3 
ebampiofwhip season. 



Joe Montana passes to Jerry Rice for a 33 yard gam 
to set up the second San Francisco touchdown. 


i TttlMO L.-C iTS NEWS 


K DOLPHINS 

T 

“ 49ERS 

14 
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153 • 

»f» ■ ■ 1.Cl! 

Hi 1. H. K G* //TON 
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The 49«rs were victorious despite the Dolphins 
impressive yardage totals an the ground and in 

the air 


TECMO 
SUPER BOWL 





The NFL On The NFS 


While the original Tecmo Bowl 
featured actual player rosters of 
12 teams in NFL cities, Tecmo 
Super Bowl brings the entire NFL 
to the NES. All 28 teams are 
represented with team helmets, 
names and their 30 top players. 
The abilities of the Tecmo Super 
Bowl players mirror the abilities 
of their real life counterparts. 



(m 




Take Your Team To The 
! Tecmo Super Bowl! 


Once youVe had a few preseason scrim¬ 
mages, youll be ready to start the season. 
You can control any or all of the 28 teams. 
With the hands-on approach you move 

key players, while 
the coach mode 
allows you to call 
in plays from the 
sidelines. You can 
also choose to 
watch computer- 
controlled games 
or skip over them 
and catch the 
highlights. 


1*91 NIL — 
► It. 1M CONTROL 

SCHEDULE 
m mf sthat 

NFL STANDINGS 
TENM UNKINGS 
NFL. LfcflDE.lS 
TEHH DfllH 


The regulor season menu 
allows you fo change team 
control, check the schadule 
ond keep track of stats 



^tLblfl CUNTROL HO»E 

f 



*** RFO 



% 

% 

BUF . 

SRU 

IND 

UK 

Min 

. °kC 

d hou 

t 

o 

DEN. 

com 

R «■ - 



You can control any of th* teams in the NFL Choose 
'man* to get into the action or choose *coa # to coach 
your team from the sidelines. You observe the games of 
'corn* teams and skip the games of *skp* teams. 
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THE CHAMPIONSHIP SEASON IN REVIEW 





Post season play was vicious with several games decided in the closing 
minutes. With their 13-3 regular season record, the 49ers were able to sit 
out the week of wild card games and ensure that their playoff games 
would be on their home field. Their Divisional Playoff game against the 
Chicago Bears found the 49ers in top form. They took to the air and 
scored with five touchdown passes. The NFC Championship Game was 
decided with a last minute Roger Craig touchdown. 


1st Week 

A Kicker’s Battle 

Mike Cofer of the 49crs and Matt Bahr 
of the Giants attempted three field goals 
each in the first regular season game. 
Cofer scored with all three but Bahr’s 
second attempt veered right 



The Schedule 


By looking at the schedule, you can 
prepare for big games. All games 
involving “com” teams or teams that 
you control will be shown in their 
entirety. 




Use Auto Skip to 
move directly to thu 
games play&d by 
the teams that you 
are following 


5th Week 

Rathman Grounded 

Running Back Tom Rathman’s injury 
in the second quarter weakened San 
Francisco’s ground attack and contrib¬ 
uted to their first loss. 



1 1 OM|> Mru«* 9 | 

•►-■I 

■ REIC OVERb D ' 


KM Id 

'P'RTHMkb j 

codes' .-. ',1 

111*4 

BftCK ' Tail 

mJM 

- nil 

■11 - V 




After missing ten 
quarters of ochon, Tom 
Rathman was bock in 
the line-up in the 8th 
weak to fake on the 
Lions 


11th Week 

Turnover Troubles 

Turnovers occurred for the 49crs and 
the Saints in a sloppy game where New 
Orleans finally got the upper hand and 
gave the 49ers their third loss. 



After a stunning catch, 
Jerry Rice let ga of 
tbs boll and Vaughan 
Johnson recovered for 
the Saints 



The intended Saints 
receiver didn t make it 
to the boll in time and 
Dave Waymer picked 
up his fifth interception 
of the season. 


NFC Championship 
Game 

A Close One 

Trailing 17-6 to the Eagles in the fourth, 
the 49crs scored on a bomb to Brent 
Jones and brought it in again after a suc¬ 
cessful onside kick. 

With Just under two 
minutes to qo in the 
gome, the 49ers 
executed an onside 
kick and reclaimed 
possession. 






Tecmo Super Bowl 

Montana To Rice 

The Dolphms dominated in yardage, 
but they couldn’t turn ground gamed 
into points, while Montana and Rice 
connected for 14 



i 
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NFC CHAMPION 


Joe Montana and Jerry Rice succeed with two 
touchdown passes for the win. 










































































Team Data 

At any point in the season, you can take a look 
at how each team is doing. You can check 
records, lineups, play books and stats for indi¬ 
vidual players. If you investigate an upcoming 
opponent, you can formulate strategies 
depending on who’s 
hot and who’s not 
It’s the next best 
thing to watching 
game films. 


•i IK I 4)A*n i *Ul/ HQUIS 




ti mi 


HE 


v »*un 


Player’s Data 

If they’re not performing as well as they 
should, you might want to give the players on 
your squad a rest. Check out the stats to sec 
how they’re doing. 



Jo** Montano and Jerry Rie* both had great seasons 


Play Boole 


You can employ as many as eight different 
plays per game. Between games, you’ll have a 
chance to take a look at the defense of your 
next opponent and rethink your offensive 
strategy. There is a total of 16 plays to choose 
from, 



Study your next opponent and consider a 
new offensive strategy for your Ploy 
Book. 



Running plays involve the quarterback and running backs 



Running backs and wide receivers see action in passing plays 


TECMO 
SUPER BOWL 


THE STATS ARE IN 


See How You Stack Up 

Statistics are available that compare different aspects of every team’s 
game. The most important information is, of course, how the teams are 
domg in their divisions. You can also see how your offense and defense 
ranks nationally and check for players that exceed m individual accom¬ 
plishments. 



NFL Standings 

The divisional race is where all the 
marbles are if you’re hoping to 
secure a playoff spot. Check the 
standings for your division often 
and find out what you can do to 
take over the top spot. 


trt NO TOTH 





,’7M 


’a 1 

•5 » 1 .9 


The Skim ore an offensive powerhouse 


Team Rankings 

Statistics list offensive and defen¬ 
sive accomplishments. Check out 
the numbers for your competition 
and you may find a weakness 
which you can exploit in your next 
meeting. 



NFL Leaders 

Some of your players may top the 
lists of individual talents. Access 
this list for NFC, AFC and com¬ 
bined NFL rankings. You may also 
see who you’ll have to shut down in 
competing squads, 


+ ** mi*«. tenniNia nnsptn* a ** 


1 r M 


STfes n + Jr* 

B| “85w 

• ''•& JfSw ? 


3 1 - (I* - * s “J 


* fllWP 
» * 


r* 

* Pfl i7.fi e»£V h i. 




4IT9NO 

N 
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Joe Montana barely edges Dan 
Marina in the category of NFL passers. 
Tbtol yards is the most important stat 



No one can touch Neal Anderson whan it 
comes to yards per cany and total touchdowns 
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FOR CENTURIES, TK PRISTINE LANP OF HYRUIE HAS ENJOYED PEACE 


A LINK TO THE PAST 


THAT FRAGILE CALM IS AtfOUT TO £€ 
SHATTERS? 

FOR AN Az'OMlNAFLE EVIL SEALCP 
AWAY FOR CENTURIES IS AfOUT TO 
YE AWAKENED 3Y A SINISTER SERVANT 
OF DARKNESS 




GHOTAFO \6\moNOM 


THAT PKSAM 
<iO REAL 


AM I HEARING 
THINGS? 


I 










AM I UNDER 
A SPELL? AM I 
GOING CRkZi? 


oggs* 


WHERE 




/W£ YOU? 


THAT'S 

STRANGE tf ME 
EVEN KNOWS 
MV A«>W£/ 


®gp 

m*y. 


BUT HOW 
WILL 3 EVER 
FINP YOU? 


WAT A 
NIGHT/ 












' PS WARY OF 
ms CASTLS SOLDIERS/ 
AGAftNtM CONTROLS THEM 
k. MW HIS MA&C/ 


I PON T 

see any 




WHICH 

W.Y TO 430? 






UNCLE// 






MWW TM? *HAIX 
all who cmteNoe 
ME, ASAHNiM MEET 
_ THEIR DOOM' . 


UH WCLEtt 
are you ? 


tS^/V 


JT WAS 2H.P4 N 
SHE SUMMONED WE 
7HKOUGH 

. 7EL£/'A7?W / 


60 ttOUHEARP 
HER, TOO 
VERY WELL 


AFTER YOU 
ffcSCUf ZELPA. ANP 
THE PEOK-E IN THE 
DARK WORLD YOU 
MAY MEET YOUR 
PAfi£NT&~ 


„ TAKE MY 
eWOFP AND SHlSLO 
the rmc&(? 

YCXl MUST 54VE 
HEK' ^ 


Mi AW 

THAT'S Nor 

P066IPL& THEY'RE 
OSAO’ 


UNCLEt iSO-i f 
WHY? WHAT IS 
HAiTBilNG? . 


r tHEa E /S NO ^ 
VMS to CW/EVE NOW 
y ou /mr wtxv 

DJVWtfD/ ^ 














IT AHI'EARS --Jpp 

ZELPA WAS ABLE TO 
SUMMON «ELP WITH HER 
TELEPATHIC POWERS 

IF WE DO NOT ACT 
J SOOH, MOPE FOOLS fAX'l 
I* 4 ATTEMPT TO RESCUE THEI8 
1 , I'REaOUfi PRINCESS1 


SRING 

ZELDA TO ME 
AT ONCE! 


THE final 
EHCHtmmtr must 

BE CAST 
//MEDIATELY/ 


^ AGA/W/M /5 
iJftMJVS TO U5E THE 
LIFE FORCE OF SEVEN 
MAIDENS TO OPEN WE 
MEAL OF WE SEVEN 
, WISE A*3V . ^ 


CEVE N W16£ 
N&if SEAL? rVE 
N=VE« HEARD OF 
THESE THINGS 


LONG AGO, MANY 
FEOH.E ENTERED THE GOLO&i 
LAND IN SEARCH OF THE 
MIGHTY GOLDEN POWER SAID 
TO 8€ HIDDEN THERE BUT NO 
ONE EVER RE7VRNEP 


ONE DAY, AN 
EVIL POWER REGAN 
FLOWING FROM 
WE ENTRANCE/ 







' 70 SEAL 

WE GATE TO THE 
GOLPEN LANP 
FOREVER! 


PUT NOW, AGAHNlM IS 
GOING TO OPtJi WE 
GOLOEN SEAL USING 
OUR LIFE ENERGY/ 


OUR LIFE FORCE? SO 
YOU ARE ONE OF THE 
SEVEN MAIDENS? 


THAT’S 

TERRIBLE/ 


1 T CAME TO 
SAVE PRINCESS 
ZELDA/ 


WHELP! NOW 
IT IS YOU WHO 
NEED^ SAVING/ 


YOU AND THE 
PRINCESS WILL S€ 
TOGETHER SOON 
ENOUGH/ < 










NOW 



j ERR 

K imw 


LEW ME TO 
THE DUNGEON/ 
WHAT? 


■-, LINK' 

I W CONCENTRATE/ 
I WILL cum 
^ YOU> ^ 

TRU'T YOUR FEBJNCfi 
AN9 YOU WILL FIND ME! 


\HH J ITS 

WORKING/ 


TM ON MY WAYf 
HOLD ON, ZELVU 















UNK, WWW 
Zi fee TAKltiG 
ME AWAY* ^ 


PmCEGG 

ZELPA' 


UHKft 


HALT! 























WE MUST ESCAPE 
ANP MAKE OU/v WAY TO THE 
6ANCWAXY! THE CLP MAN 
7H6KE WILL HELP US/ 


THESES NO 
WAY OUT/ IT'S 
A PEAPENP/ 


MAYPE A 
LITTLE OPTIMISM 
ISN'T SUCH A 
BAP IDEA A 


I OIPNT 
KNOW/ 


IP YOU KNEW ^ 
ABOUT THIS SECRET 
PASSAGE, WHY PIPNT 
YOU TELL ME 
SOONER? ^ 


THIS CASTLE WAS 
fJlilLT LONG AGO/ NO 
ONE KEMEMPESS .ILL 
OF IT* SECRETS' ^ 












I OVERHEARD HIM 
TALKING ABOUT USING 
MY LIFE FORCE TO 
FINALLY OPEN THE SEAL 
OF THE SEVEN WISE 
MEN 1 ^ 


YOUR TELEPATW IS 
OF NO li££ AGAINST 
AfiAHNIM. 


ALL JXNOW IS 
THAT MONSTER AGAHNfM 

kills? m w&et 


I'VE GOT TO IKING 
HIM TO JU611C& 
SOMEHOW' 


THE LEGCNPAXY 
HERO WHO APPEARS 
IN HYRULE OWCE 
EVERY MOP&> 
^ YEARS a 


_ YOU ARE THE 
LONE PROTECTOR 
OP THIS LAND/ 


LINK, I FEEL 
THAT YOU ARE 
YOU MUST BE 


YES AND Wc^E HE 
4UCC&6FIL, THE MASTER 
OF EVIL WOULD MARSHAL 
HIS FORCES AGAINST 
THIS WORLD AGAIN/ 





















FEEL SURE THAT 
YOU CAN EOIL 
AGAHNlMf PLOT) 


LINK? IF YOU ARE GOINS 
TO BATTLE THE WlZARP 
AGAHNIM. PO NOT 
UXPBfEGTIMATE HIM/ I 
SENSE A FOWERFUL EVIL 
FORCE GUIPlNG 
s. HIS ACTIONS-, 


WHAT?/ 

h= is comot 

I SENSE HIS 
EVIL PRESENCE/ 


PRINCESS 2EU7A 
COME SACK TO THE 
CASTLE QUIETLY/ EVEN 
IF YOU RUN TO THE 
EN0£ OF HYRULE, YOU 
WILL NOT ESCAPE 
ME/ 


IT'S 

A3AHN1W 

















, NOT BO LONG AGO, 
ANOTHER FOOLISH 
WARRIOR LOST HIS LIFE 
SPOUTING SW/L/W 
NONSENSE' / 


<2? A*-® 


YOU ARE 
A5 WEAK W YOU 
ARE IMP£TUO&/ 


Z WILL MAKE 
YOU TASTE FEAR 
LIKE YOU HAVE 
NEVER KNOWN/ 












MAV*£ 7 HI€ 
m <- fcN JCK SOME 
HEROIC 

INTO ME* ^ 


PRINCESS* 


irs no use 

FIGHTING AGAHNIM 
WITH AN ORDINARY 
fWOt&f 


YOU NEED THE 
MASTER SWOK 9 OF 
LEGENDS FAST/ 












THESES JUST 
OWE TWMfl/ THE 
/M4ST5? * 

mmeke k/ r? 


nr,noa 


TO HE f HNTIVU tl> 
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From AqiNT #067 

Invincible Snowman 

Breeze through the stages of this challenger without taking 
heat from any of your enemies. When the title screen 
appears, press and hold Left and Down on the Control Pad 
and the A and B Buttons, all at the same time. Then press 
the Start Button. When you begin, your Snowman will be 
able to come into direct contact with the enemies and not 
take* any damage! 





mill «i*i 


m & 



^CfiP COM U.S.IL.INC 
^TOIlLLON Co .Ltd. 

LICENSED BY HIHTENttO 


9 

W 


Hold Left, Down, A and B Then pres* Start fa begin with an unbeatable Snowman. 


Bonus Bowl 

Bowl over all of the creatures m a stage with one Snowball 
and youll be able to collect big points. When all of the ene¬ 
mies have been wiped out with a single shot, bills will appear 
in place of the flattened enemies. Collect the bills before 
they disappear. You’ll earn 500 points for every one that you 
nab. 


000070 ^ 1100000 1000170 hllOOUUO 



Stage Select 


While the invincible Snowman code takes the challenge out 
of the game, there’s a different code that allows you to add to 
the challenge by skipping to difficult stages from the begin¬ 
ning. On the tide screen, press and hold Up on the Control 
Pad and the Select and B Buttons, all at the same time. Then 
press the Start Button. A “Map Select” screen will appear, 
allowing you to begin m any of 51 stages. Press Up and 
Down to change the stage number on the screen, then press 
the Start Button when youVe reached the desired stage. 









SNON BROS «JN 




MRP SELECT 


1 » ** LXJI 1 II fc * ^ f kill IPK ' 

J 

STHGE NO 


v • r ' jji ^ 


► SI 


•^CBPCON If S.CL.INC. 


STORE TO GONE 


^TOBPLHN Co .Ltd 




LICENSED BY NINTENDO 




Pren and hold Up, Select and B Than piest Start and you II be aHe ro choose 
a challenging stage 
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PROJECT Illion 



From Aqcmr #975 

Stage Select Plus 

While the cannons on the front of your car are your most 
powerful offense in the driving scenes, you can also knock 
out enemies by using the flames that come out of the back 
of the car. They’ll appear 
when you shift gears. Drive 
near the top of the screen 
and when an enemy ap¬ 
proaches from below, hit 
the A Button and let 'em 
have it. 


( 


t 


I 



Knock cut elf of the enemies on the screen With one Snowball and collect a btg bonus 


Blast enemlei from below with a shot 
af exhaust 
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| From A^ent #76$ 

Backfire Bias! 


■ From Accent #717 

Q Code 


You can begin your world-saving mission on any stage of 
this sci-fi thriller by entering a quick two-controller code 
and double your life potential at the same time When the 
title screen appears, press and hold the buttons that corre¬ 
spond with the desired stage on the table below, then press 
the Start Button on Controller I. You’ll begin the game in 
the stage that you selected with 12 life units instead of the 
usual six. 


STAGE 

CONTROLLER I 

CONTROLLER I 

Stoge I 

— 

A, B ond Up 

Stoge II 

A 

A, B ond Up 

Stoge DI 

B 

A, B and Up 

Stoge IV 

Right 

A, B ond Up 



You can quicMy zip !o Stoge IV with 
double the usual amount of We When 
the title screen appears, press ond hold 
the A and B Buttons and Up an the 
Control Pad of Controller IL At th® 
same time, press and hold Right an the 
Control Pad of Controller I, then press 
the Controller 1 Start Button. 


Start your space exploration with more than double the 
usual number of ships and astronauts and skip ahead 10 
planets with an easy to remember password. Select the pass¬ 
word option on the title screen and enter all Q^s. You’ll 
begm in a bonus stage known as Planet U where there are 
only Gems and you 11 have 10 seconds to pick up as many of 
them as you can. After the time is up, you'll be sent to Planet 
10. You can choose to explore the surface or blast off to the 
next planet Once you begin exploring a planetary surface, 
you’ll sec that your ships and astronauts in reserve total four. 
But this reserve will not begin to deplete until your ship and 
astronaut have been blasted six times! 



A A- 41 
A A 4 

A- 1 A- AA 

a i A--M 

.* A- A 













a ▲ M M 











Enter All Q s and Jake aff fa Plcnel U Once >©u ve collected all of the Gems 
that you can in the allotted time, you II be able la explore Planet 10 or blasl aff 
to Planet 1 1 



This password allows far more ships and astronauts in reserve than can be shown 
an the screen. You II hove la lose six of each before ihe onscreen totals begin io 
dimmish 


Wanted: Special Agents 

A populor octivity omong Nintendo gome experts is 
developing tips and strategies. If you’d like to share 
your own speciol tips with us, send them ini Choose 
your own Agent Number (3 digits} ond be sure to 
include it with your tips. 



Our address is: 

Nintendo Power 
Cl ossified 
Informotion 

P.O. Box 97033 
Redmond, WA 
98073-9733 
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From AqtNT #174 

Stage Select 

Blast off to the advanced stages of this space thriller and 
increase the difficulty level with a super quick code. On die 
title screen, press the R Button once, then press Up on the 
Control Pad nine times. You’ll hear a tone when die code is 
successfully entered. Start the game and pause the action by 
pressing the Start Button. Then press the R, A and Select 
Buttons, all at the same tunc. A number will appear in die 
lower left corner of the screen. You'll be able to change that 
number by pressing Up and Down on the Control Pad. 
Numbers 01 through 07 signify the seven stages of the game 
and numbers 11 through 17 signify diose same stages in a 
difficulty level one notch higher than the level that you have 
already selected. If youVe selected die Hard Mode and you 
pick a number that increases the difficulty level, you'll find 
yourself sailing through space m the super challenging Pro 
Mode. 


t ? ,TVPP 
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Press R onefl and Up nine times, 
then itort the game. 



Fauso the action and press R. A 
end Selwt at the sam* time 


I 







Down, Down. A tone will sound after che code is 
entered correctly. Once you start the game, press die 
Start Button to pause the action and use the Control 
Pad and R and Y Buttons to enter this code: R, Right, 
Down, Y, Down, Right, Down, Left, Right, Down, Right, 
Right Next, select your Power-Ups by pressing the A, B, X, 
Y or R Button to choose one of the weapons listed below 
and press the A or X Button to select an additional attack. 
When you resume play, you’ll blast through die alien forces 
widi super powerful weapons. You can change these weap¬ 
ons at any time by pausing the action and entering the 
second part of the code again with different Power-Up 
indications at the end. 


R 




Press Down, R, Riqhl, Down, Right. 
Right. Down, Right. Down and Down 
again. A tons will sound Then start th# 
gam*, pause the action and press R, 
Right, Down, Y, Down, Right. Down, 
left, Right, Down, Right and Right 
again Nsxt, press A, 8, X, Y or R to 
choose your initial attack and press A 
or X to choose missiles or bombs 




Change the number that appears 
by pressing Up or»d Down on the 
Conltal Pad 


ff you selected number 17. you 
ga la Stage 7 and plry in n high 
difficulty level 


icr 


INITIAL 
, ATTACK 

t >. 

A 

Sky Attack 
Laser 

B 

Ground 
Attack Laser 

X 

Reflect 

Laser 

Le — -- J 

Y 

Spread 

Laser 

R 

Shat Gun 
Bamb 


MISSILES 
AND BOMBS 

A 

Homing 

Missile 

X 

Spread 

Bamb 


Once you v* ktyud m the code ra 
Power Up (R, Right, Down, Y, Down, 
Right, Down, Left. Right. Down, Right 
and Right again), press c button in the 
first column ta activate your initial 
attack and press a button irt ih* second 
column to add missiles or bombs 


Instant Power-Up 


You can Power-Up at any time with any weapon in Super R- 
Type by using a two-part code. On the tide screen, pre*ss the 
keys on lire Conaoi fau ana die jx buuun m roDuwmg 
order: Down, R, Right, Down, Right, Right, Down, Right, 
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From AqcNT #512 From Accent #414 



Our agents have discovered several bonus areas in the far 
reaches of space. You’ll find them m Stages 2, 3 and 4 by 
soaring into seemingly solid areas and, m the cases of Stages 
3 and 4, meeting certain conditions. The entrance to the 
bonus area of Stage 2 is at the bottom of the screen. When 
you fly into the section that is lined with a blue, liquid sub¬ 
stance, look for a hole and dive into it Youll appear in an 
area that is filled with breakable pink orbs. Clear them away 
and youll uncover several point-producing devices. The 
condition upon entering the bonus area in Stage 3 is that 
you must destroy all of the guns on the ground. Fly up close 
to the low rock ceiling as pictured below and you will make 
your way into the bonus area. A Moai Statue proves to be 
the bonus area entrance in Stage 4. Make sure that none of 
the Power-Ups are highlighted on the bar at the bottom of 
the screen and soar into the back of the Moai pictured. Our 
agents are currendy searching for more bonus areas Well 
let you know as soon as they find them. 



There are l-Ups hidden m the areas of Bloodpool and 
Kasandora. You can make them surface by controlling the 
elements. Create a rain shower in the woods that are located 
northeast of the lake in Bloodpool. After the storm, the vil¬ 
lagers will uncover an artifact which they will offer to you. 
This Source of Life will work as a 1-Up, giving you an extra 
chance to fight off the forces of evil. You’ll also dig up a 
Source of Life in Kasandora. Once youVe washed away the 
sand in the north and uncovered a pyramid, create an earth¬ 
quake. The walls of the pyramid will collapse and reveal this 
life-giving treasure. 



Creole a storm in Bloodpool and 
you II uncover a l -Up 



Shake up the Kasandora Pyramid to 
find a valuable artifact 



From AqENT #046 
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Defeat the ground fortes and fly up Fly mla this Moai with no Power-Ups 
for a bonus lit and you II enter another bgnys 

area 


While you can only select Beginner, Standard or Expert 
Classes at the beginning of the Grand Pnx Mode, you can 
graduate to a higher class if 
you demonstrate amazing 
driving abilities. Choose 
the Expert Class and com¬ 
plete all five courses of any 
of the three leagues, placing 
first, second or third. Youll 
be rewarded by entering 
the challenging Master 

ClaSS. Mostor q set of five courses ond you 1 1 

graduate from the Expert Class 
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Teenags Mutanl Ninja Turtle*. B 
IS A REGISTERED T RADEMARK 
Of MIRAGE STUDIOS USA 
© 1991 MIRAGE STUDIOS USA 
EXCLUSIVELY UCENSED BY 
SURGE UCENSING INC 
TM &Q 1991 Konemi 


KONAMl 


^VL*K>imTA HTWHJAf 


They were on vacation in the sewers, but all what are the Turtles up to? Saving April, of 
good things must come to an end. Now the course, and wreaking their own brand of 
Teenage Mutant Ninja Turtles are back and radical, reptilian revenge against Shredder, 
hard at work. Also hard at work was the Kraog and all tbe Foot Clao gang. Six 
Konami team that put this great Game Boy action stages, three difficulty levels, plus 
title together. The graphics are better than bonus and rescue stages insure that 
Fall Of The Foot Clan, plus there are some T.M.N.T. Back From the Sewers will chal- 
awesome new moves and game optioos. So lenge Turtles and humans alike. 
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MEAN AND GREEN 

If you thought the Turtles had righteous now the Turtles 1 powers have been 
moves before, wait ’til you see what inaeasedwithaShdingKickandtheabil- 
thcy’re up to now. Each of the Bros, has lty to hang on to overhead handholds 
his special ninja weapon and you can and swing up on top. They’ll need every 
choose the best Turtle for each stage. But mutant move they can get. 



TEENAGE MUTANT NINJA 

TURTLESD 

BACK FROM THE SEWERS 


LEONARDO 



KATANA: TWIN DAGGERS 
SPEED: AVERAGE 
ATTACK RANGE: MEDIUM 


Leonardo is the 
dynamic leader of the 
Bros. His skill with the 
Katana daggers is 
legendary, but the 
attack is not fast 




Raphael is a loner with 
a temper. His weapons I 
are the vSai— two sharp | 
tridents. They’re quick 
but have a short range. 


SAI 



fL - 


SAI: SHORT TRIDENTS 
SPEED: FAST 

ATTACK RANGE: LIMITED 


Mike loves to have fun, 
but when there’s work 
to be done he uses the 
ultimate weapon of j 
skill, the Nunchukus. 





NUNCHUKUS 


NUNCHUKUS. CHAIN STICKS 
SPEED: AVERAGE 
ATTACK RANGE. MEDIUM 


DONATELLO 


Don has the brawn, 
the brains and the Bo. 
The Bo staff isn’t just a 
stick, it’s a Foot Clan 
Punishing Machine 




BO* STAFF 
SPEED: SLOW 
ATTACK RANGE: LONG 





At the end of each Act you’ll have a 
chance to regain lost Turtles or hit 
points in the Bonus Game (if you didn’t 
lose a Turtle) or enter the Rescue Game 
(if you did). In either case, winning back 
what you lost won’t be easy. 

2 


BONUS GAME 

Youll go to the Bonus Game if you 
didn’t lose a Turtle during an Act. Grab 
as many pizzas as you can before they 
disappear. 


RESCUE GAME 


The robotic jailer isn’t easy to defeat 
He fires bullets in two patterns and tries 
to step on you. You’ll have only a limit¬ 
ed time to defeat him and rescue a Bro. 
If the jailer hits you, youll lose precious 
time. 



ACTION 


EVERYONE 


Three difficulty levels from Easy to Hard 
insures that everyone has a chance. You 
can also switch A and B Button functions. 


"WE'RE ’ 
BACK AND 
WE'RE 


1 BADDER 

t THAN 
EVER." 


GAME BOY 
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ACT 1: BACK INTO ACTION 


Your Turtle finds action 
below the street in Stage 1-L 
Watch out for Foot Clan 
ninjas who attack from in 
front and behind at the same 
time. The map shown is 
incomplete, but is represen¬ 
tative of the entire stage. 


STAGE 1 -1 


Many Foot Soldiers attack m tandem. The 
front ninja usually jumps first. Hit him then 
turn quickly. A fast Turtle like Raphael works 
best. 


Some Foot Soldiers ding to the wall and 
throw grenades. Use the Jump Kick to knock 
them oft. All the Turtles have equal jumping 
ability. 


I FOOT SANDWICH 


THE BOMBSlUMP 


STAGE 1 -2 


TO STAGE 13 



Back on the street, life 
doesn’t get any easier. 
In addition to the 
endless stream of Foot 
Soldiers, youll have to 
deal with guys throw¬ 
ing manhole covers 
and grenades. 


IN THE HOLE 


STOP AND GO 



The Turtles aren’t the only ones com* 
ing back from the sewers. Some Foot 
Soldiers have been hiding inside man¬ 
holes. Watch out for them as they 
emerge and hurl the manhole cover at 
you. First hit the cover, then move back 
to avoid the Foot Soldier as he leaps out 


The grenade guy on the street throws 
three grenades, then backs off. Don’t 

attack him. He 
reappears only 
on the Hard set¬ 
ting, and even 
then he’s no 
threat 




STAGE 1 -3 


Back underground you’ll run into a 
mad bomber who blows a hole in the 
sewer floor. The only way past the hole 
is hand-over-hand on the pipe above. 


A gang of Foot Soldiers is throwing a 
party, and the Turtles aren’t invited. A 
dozen enemies jump at you, sometimes 
two or three at a time. Attack the closest 
foe first. 


PARTY ANIMALS 


48 NINTENDO POWER 






















































































































































STAGE 1 -4 




You’re tired, Foot-sore, 
and you’re about to face 
Rocksteady. What you 
really need is a pizza! 
Luckily, Master Splinter 
is on hand to give you a 
full pizza to boost your 
energy and spirits. 


THIS AIN'T THE HARD ROCK CAFE 


Rocksteady puts you between a rock and a hard place. He fires 
three shots then leaps across the screen. Get too dose and he’ll 
knock you around. Stay in the middle of the screen and hit the 
bullets. Rocksteady then jumps over your head. Turn and hit 
him several times, before moving back to die center. 


m 
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TURTLES E 

BACK FROM THE SEWERS 


- _ J 


¥ 








t 


4 */ 


*y 


—i 


Rocksteady works for Shredder and likes Turtles 
about as much as a punch in the hom Avoid his 
lumps by staying in the middle of the screen. 


Act 2 consists of one long stage. The Foot forces attack you f 
on the road with skateboarders, helicopters, missile-firing 
and boomerang throwing Foot Soldiers, barrels and 
Tubular Transports. Once again Raphael’s quick attack is best. 




TURTLE AIR FORCE 

The helicopters strafe the ground and 
everything on it, including Turtles. 
Ground them with two Jump Kicks. If 
you jump to avoid the shots, the chop¬ 
per will move off screen. 




l? 

fci icg? El 


GET A CLOSE-UP 

Raphael’s quickness with the Sai pays 
oft when the missiles and boomerangs 
start to fly. The trick is to line up with 
the incoming missile or boomerang 
and hit it when it gets close 



[TUBULAR TRANSPORT! 

These hover mg horrors arc easy to 
defeat. Skate up to the middle of the 
road and wait for them to swoop down. 
Hit the Tubular Transports when they 
zip down from the upper right corner. 




Bebop has some dangerous moves. First he 
fires a spread of four shots. Next he tries to 
kick your Turtle. Finally, he does the 
Bebop hop ... on your face! 


lump the bullets then altock Bebop when ne doses ia 
Avoid the Bebop hop by hanging out m the corners 
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The action has moved to a 
construction site where you 
could use a hardhat as well 
as your shell. Buckets fall 
off buildings and Foot Sol¬ 
diers try to hammer you. 
Take the upper ledge for an 
easier trip. 


ACT 3: CONSTRUCTIVE ACTION 


STAGE 3-1 





TO STAGE 3 2 




a 


•j 


i 

A 



MASS HOUSERS _ 

An army of Mousers woiti in the wings, ready fa attack. Once again 
Raphael s quickness gives you on advantage, because the Mousers often 
Offack as a team If two Mousers are waiting, move forwaid unhi the 
second Mouser lumps, then hap back. In this way you li fight only ane 
Mou*er at a time 



STAGE 3-3 



You’ll find Mousers, Foot Soldiers and 
Tubular Transports on multiple levels 
in this stage. The route indicated on the 
map is the safest path through the con¬ 
struction area. 



GET THE PIZZA 

leap ©cross the gap from the hanging giider to the 
pizzo guy You ccn also ga up through the building 
You II probably need the pjek-me up by then, and Krang 
it |ust ahead in his Dimension X space ship 





The Turdes head back underground for 
Act 4 and a rock and roll rumble. Duck 
the bouncing boulders and theyll pass 
over your head. The rolling rocks, in 
either the flat or steep area, can be 
jumped in a single bound. 


Stop ond kneel when the 
boulcW first appears 


The middle port of this stage keeps the heat on with fire spouts erupting from the 
floor Your Turtle may get toasted if yov re not careful 


Press forward into the Mouser-mfested 
tunnel, but don't hang around. When you 
reach the water, keep moving. There is no 
end to the Mousers that are attacking. 

The Pizza Monster 
lives m the sewer, fier¬ 
cely guarding his trea¬ 
sure Stand on the 
right bank and hit him 
on the nose repeatedly 

to Win his pizza. Monster fa pop up close by, then hit him 

Here the Mousers hide in holes and leap 
out Youll have to be extra quick to defeat 
the masses of Mousers. It might be easier 
just to race ahead to a pizza. 
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TEENAGE MUTANT NINJA 

TURTLES H 

RACK FROM THE SEWERS 


enemy la appear, then the second and so 
on. 


The rooftop Is the most dangerous part of this stuge Onfy there will 
you be assaulted by both Mausers and Tubular Transports Although 
sometimes you have no chaic# but to go topside, don t stay too long £*? 


STAGE 3-2 


The elevator takes you 
for a ride on the wild side. 

Foot Soldiers leap onto 
the platform from the 
back and front. Keep 
moving across the plat¬ 
form, because the enemy 
tries to jump to the Ioca- 
tion of your Turtle. As 
always, attack the closest 

Foot Soldier first. If they demies try lo b\ your Turtle OS they leap 
t j _ , aboard Wolk back and forth a short 

sandwich you, jump out ^ anCB FrofT1 the ^ of lhe plarfwm 
of the crowd. lo confuse them. 




M I * V 

l| 

- I' 


nr 




The missiles 
drop from the 
top of the 
screen, but there 
are safe gaps 
betwnen them / 


Poor Krang has no body...yet. Stay near the center of the 
screen, jump over the energy ball and dodge the missiles Attack 
when the ship drops down. 


i na energy 
boll is easy 
to jump 
over Krang 
fires it every 
time he 
lands hs 
sh»p 



Where Shredder goes. Turtles art 
soon to follow. Watch for this arch- ® 
fiend’s jump attacks. The best strategy 4 
is to kneel close to the place where he — 
stands on the left and hit him repeat- -j 
edly. Move back toward the center and _§ 
kneel to avoid the return lump. 


BONUS 


] One Bonus Game has three fiat ledges where 
I pizzas appear. In another you jump over spikes; a 
third requires you to slide beneath blocks and a 
fourth outs vou in a construction zone. 





































































































































ACT 5: TURTLES IN FREE FALL 


After Splinter chops you off, make your stand on the hover¬ 
ing platforms, but watch out for Foot Soldiers, bombs and 
other traps. Keep hopping toward the right and don’t pass 


up either of the two pizza guys. Moving vertically will get 
you nowhere. In fact, near the beginning of the stage you 
can free fall forever. 


STAGE 5-1 




Bombs rain from above, and to make matters worse, a Foot foe 
waits for you just beyond the bombs. Jump past the first set of 
bombs, hit the second set, and attack the Foot Soldier. 




The Stone Warrior won’t crumble easily. Jump to avoid 
the Stone, which always rolls toward you. When he re¬ 
verts to his Warrior form, Jump Kick through him. If you 
try to hit him, you’ll get scorched by his flame thrower. 


STAGE 5-2 

Your final jump from the sky platforms 
leaves you on a rooftop with Baxter the 
Hyman. Inside, you’ll find a horde of 
Foot Soldiers, a pizza guy, and the Stone 
Warrior, who has the ability to roll up 
like a boulder. 


"RAXTTA 
STOCKMAN: 


THE FLYMAN 


Baxter flies at about the height of the 
top of the door housmg. Get on top of 
that small building to attack him, then 
evade his laser shots by jumping. Bax¬ 
ter won’t hang around long. 


A party of Foot Soldiers waits inside the 
first room, and more of Shredder’s men 
are ready to leap into the fray as needed. 
Position yourself in the middle and 
attack the closest enemy. 


THE INNER ROOMS 

' I I I I ■ I ■ ■ ■ ■ 
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TR I PLE TROUBLE 

Drop down from the left side of the 
platform with the triple gun and fall 
to the right Time the fall to avoid 
the bullets and hit the Foot Soldier 
with a Kick. 



TEENAGE MUTANT NINJA 

TURTLES H 

BACK FROM THE SEWERS 



FOOT SOLDIERS 

Your best strategy is to approach Foot 
Soldiers from below, Leap up and dmg 
to the bottom of a platform, then swing 
up when the Foot Soldier is on the 
opposite side. Now you can attack. 



TUBULAR TRANSPORT! 

These annoying robots home-m on 
Turtles, so you can’t ignore them. If one 
appears, wait for it and destroy it before 
trying to make a jump. Another Tubu- 
Transport will soon be on the way. 







SOME FOES NEVER DIE... 


TMNT: BACK FROM THE SEWERS 

inaword...qowABU[\IGA! 


... they just get more ticked off, which is why 
in the sixth and final stage a green Turtle can 
turn yellow with fear. After navigating a river 
lined with mines, you’ll face the wrath 
more Turtle-hating villains. 


encounter 
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‘Yesiree, Bob. It's me. the Ghost-With- 
the-Most and I'm at it again. This time 
LJTi is letting me wreak havoc in a new 
Game Boy adventure!' This game is 
fairly unique in the fact that it combines 
action scenes, various puzzle screens. 


and screens which give you help from 
Lydia along with the Big 'B' himselfl 
The graphics, sound, and play control 
are all very goodl Spirits beware: Beet- 
lguice is on the loosel 



i 
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The Dietz's house sure docs have a 
lot of staircases. They’re tricky, too. 
Most of the diagonal staircases have 
booby-trapped steps. If you happen 
to step on one, POW! Down you’ll 
go to the bottom of the stairs. A gen¬ 
eral rule is to find a solid step then 
skip the next step and so on. Watch 
out! Those nasty ghoulies have got¬ 
ten into the china cabinet and will 
throw plates at you as you try to go 
up the long vertical staircases. The 
best way to make it up the stairs is to 
jump quickly. Avoid the beastie on 
the diagonal staircase before you get 
to door C. It can’t be defeated You 
must jump over it, but you’ll have to 
fmd a solid step about half way 
down the staircase. The sculpture 
that looks like a mini brontosaurus is 
also taken over by a ghoul It usually 
appears on the upper floors. 



Laundry 



By entering the laundry room door you 
will find three ghoulies who will appear 
then hide m the clothing. One at a time, 
the clothed ghosts will attack you. 
When the ghosts have been defeated 
the Bubble Ghost Boss will swoop out 
of the dryer. Stay on the right side of 
the screen. It takes 16 hits to defeat the 
boss. Fire rapidly if you become 
encased in a bubble. 




Each item of clothing can be defeated with three hits 
and each ghost will take three hits lo be exorcised. 
Watch out for those soap bubblesl 


Room ** 


Welcome to the pantry. It’s usually in 
poor taste to stand on tables, but m this 
room it’s definitely the safest spot. Stay 
there. Cans, jars and various food items 
will fall out of the upper cabinets. You 
must shoot at the items to make them 
collide with the boss on the left side of 
the screen. Duck or jump to avoid the 
bone that the boss throws. 


Seven plates line th- wall of the living 
room, but three more pesky ghosts are 
at it agam. As with the clothing m the 
laundry room it will take three hits to 
break each plate. Each ghost will be 
defeated by three hits as well. There is 
no boss in this room. Watch the move¬ 
ments of the plates and ghosts, They 
move in a definite pattern. 




This is o relatively easy boss If will fake about eight 
hits of the falling non-per»habfe food items ta defeat 
him 


There is no boss in this roam Each ghost has o 
specific attack pattern Time your shots accordingly 




GAME BOY 
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Take a break in the action for a Funny 
Faces Contest Use the A Button to 
select the facial features. The Gross Rat¬ 
ing you receive for your face will help 
you in the next challenge: The Cross- 
Key Challenge! The higher your Gross 
Rating, the higher your pointer will 
start on the meter. 


Beetlejuicc must tackle heavy-duty 
plumbing chores in this room. The 
bcastie at the top is going to turn the 
water on so Beetlejuice must connect 
the pipes to make the water dram down 
to the bathtub. There’s a catch! The 
water MUST travel through the pipes 
marked with the numbers 1 and 2. It 
can be very helpful to pause the game to 
stop the timer and to plan your next 
move. Hold down the A Button when 
you want to move a segment of pipe. 


The object of this room is to get the 
arrow all the way to the right on the 
meter. The key to success is to avoid the 
light-colored, flashing water drops. 
They will cause the arrow to go to the 
left. The darker water drops are the 
ones you want to catch in Beetlejuice’s 
magic bag. 


The second phase of this room features 
a ghost that resembles a giant slug! 
Avoid the water drops as he circles the 
room. Blast away when he slimes down 
the right side of the room Jump over, 
then blast him repeatedly as he sits in 
the lower left corner. He will require 
quite a few hits to be defeated so be 
patient and watch the water bombs he 
shoots at you! 


Kish fbe directional control on your Game Boy to 
correspond wtih the hashing section oF the on-screso 
directional control Win every time if you're fasti 


Maybe should get Mario to help him out 

with this tncky plumbing task. Nahl He s tbs Ghost- 
With the Mosll 


Now that you’ve cleared the main 
part of the house, it’s time for a 
little action in the attic. The 
object is to defeat the main ghost 
and monster enemies then exit 
the house through the skylight at 
the top of the attic The stingy 
Stage 1 gave you no opportunities 
to find or earn 1-Up’s, but Stage 2 
will cure that problem in no time 
flat! There are a couple of rooms 
in which you can earn a 1-Up and 
when you defeat the enemies and 
exit the attic there arc a couple 
more 1-Ups in the clouds outside 
the house. The attic will take a 
little patience and brain work to 
complete. It’s not easy! Keep in 
mmd the locations of the candles 
and the chests which you can 
open. There are some upright 
chests which you can blast away 
to clear a path. 
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1-Up Room 


This room is reminiscent of Wendy O. 
Koopa’s boss room in Super Mario 
World. The idea is the same: Jump on 
the odd monster out. Hit the odd 
monster and the 1-Up will move closer 
to the end of the shelf and will fall 
down when you’ve hit the monster 
enough times. 


Another 
1-Up Room 



You’ll have to work hard to get this 1- 
Up. The monster will jump from case to 
case at a blinding rate and then disap¬ 
pear into one of the cases. You have to 
guess which case was the last one he 
appeared on. A few correct guesses m a 
row will net you a 1-Up. 




Jump on the monster with the antennas, but don't htt 
the others or the 1 up will move the wrong wo/I 


Here so hint use the pause feature to your 
advantage by slowing down the motio n of the 
monster 



The key to defeating the Ghost is 
knowing exactly how he moves. What 
makes him angry? Is he attracted to 
anything in particular? Does he speed 
up? Knowing the answers to these 
questions will help you defeat the 
Ghost First of all, clear a path to the 
candle on the third floor by shooting a 
case out of the way. Get behind the 
ghost as he moves left and shoot rapidly 
to force him into the open area at the 
left He will go to the second floor, 
ascend the ladder, and then go to the 
right When the Ghost touches the* 
candle he’ll be defeated. WHOOSH! 



Forte the Ghost 
out to the left by 
getting behind 
him ond 

shooting rapidly 
This will get hm 
to go up 


'This Ghost looks 
o little bit chilly 
III warm him up 
with this candle I* 
That Beetle 
|mce what o 
crack up 



BEETLEJUICE 



The Ghost-With-the-Most must banish 
a multitude of ghouls, ghosts and spec¬ 
ters m the stages to come. The mixture 
of action scenes and puzzle screens are a 
breath of fresh air. Remember, be sure 
to get as many 1-Ups as possible 
because the Continues are nowhere to 
be found. They Ve vanished! You’ll have 
a blast as Beetlejuice thrashes up all the 
enemies that this game can dish out. 






Do 0 Def c 

Monster*^ 


These Monsters are the curious sort 
They’re always looking for some new 
kind of trouble to get into. Locate 
where the Monsters are (they will 
remain still until provoked) and then 
find the most convenient trunk. Defeat 
the small, round monster which comes 
out and then go back for the main 
Monster. Shoot him to get him to fol¬ 
low then lure him into the trunk 



This pesky liHle guy will 
bound you until you 
defeat him He may be 
on the tmall side, but 
he s tough for his si 2 e. 


"Hey, Mr Monster Why 
don t you look ond see 
what s In the trunk?" He 
doesn t know it, but he II 
meet his demise hare 







GAME BOY 
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In Prince of Persia, the latest releasefor Game Boy by 
Virgin Games, you play a lovestruckyoung warrior 
who has just one hour to save his Princess from the 
horrible tyrant, Jaffar. The graphics, play control 
and character animation are particularly impres¬ 


sive, That, combined with 14 challenging levels filled 
uith hidden traps and tricky jumps adds up to make 
a great, well-rounded action-adventure game to play 
on your Game Boy, 


The Dangers Of 1'he .Dtmgeons 








ni» 




III' 


■Ilf 


Sword fighting skills help, but quick 
thinking and fancy footwork is what will 
make it or break it for you as you make 
your way through this tricky castle. 


■in**' 


in' 


•Hi' 






•iip* 


•i#* 



•iW 




Spike Traps 

Keep art eye out for signs of o 
Spike Trap A long jump will 
usually get you ovpt saf*4y 

► .W dir '♦•Mlii .id' 


rfl' 


•ni' 


HM 


Hl 1 ’- 


•lU< 


Ilf 


4 

4 

T 

4 

4 



Be sure to make a quick 
leapt W?h these drop 
away floors, you may not 
always be on solid ground 




■iH H - 


HI' 


•nil 


«ni' 


•if" 


ur* 



Guards 

Watch your distance As soon as 
he moves In, block, then |ab 
forward with your Swoid It take* 
three hits la subdue a Guard 


•till 


iHf- 


«il*” 


Ml' 


■lilt 


III* 


n8i 


in'' 
& 


* Drop Away Floors 4 



4 

fi. 

4 


ni' 


4 

4 

4 


id' 


■IH' 




•in*- 


■Hi" 


im- 




ill' 


ill" 


ill' 



Ghosts 


Can't seem ta beat the Ghost? Na 
surprise Try pushing him off a 
ledge for the best results 


■Hi'* 


ani 


■ill" 


tf' 


Tilt 



Snap Traps 

Perfect timing is whot will 
determine whether you make it 
olive Stand beck and make e long 
llxnp just as the teeth close. 


•Hit 


-lH* 


•Mtl"' 


HI" 
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PRINCE 

PERSIA 

■ ~ -- 


Try following our hero through Level One on his journey to 
rescue the Princess. Your main goal is to retrieve the sword, 
but now is a good time to get familiar with the umquc play- 
control and some of the challenging obstacles you are going 
to have to face later on in the game. The level is divided into 


three sections on the map so you can easily identify any 
trouble spots. Step-by-step instructions are included above 
each section of the map, so head for the start, and start fol¬ 
lowing along to the left! 



More hdes In the 
floor means more 
Spike Traps I d 
better make use of 
another long |ump in 
this case. . 1U .J 


I can pick up items 
by pressing Down 
on the Control Pad 
This Sword sure will 
be useful m battle. 



OW Steppfnp on 
these shaded spots 
will activate a door 
switch Better hurry 
before it closest 


I m lucky | kept running 
or else I would have 
surely ended up like 
that gravel Those plat 
forms could break at 
any second ' 


If I step on the left 
switch, the door 
closes. A press of 
the A Button from 
lust before the gap 
should get me post 



.J 

4 1 

7 \ 

Jmu 

| 



1 almost fell through 
this tricky drop 
away floorl I bet I 
can grab the lodge 
os I fall by holding 
the B Button.., ^ 


I d better remember 
that useful trteJd I 
can get hurt Sf I try 
ta |ump from o 
really high spot 





Now I suppose I 
should go bode ih- 
way I coma Good 
thing I remember all 
the tough spots I 
already went through I 


Now that I hove the 
Swan!, I should be 
able lo fight same 
enemies I haven t 
seen any yet, 
though r .' 


When I pulled 
myself up tbs time, I 
also monaged ta 
activate the door 
switch sa f con keep 
going ta the right I 


Pushing Up an the 
Control Pad will 
help me reach this 
high ledge Then, I 
can jump across th 
wide gap. 


This looks fomdlor. 
Yes-1 am very das 
ta where I started 
out on my 
journey 


Hrmrmi I wonder 
what might happen 
;f I continue going ta 
the right Maybe III 
find something . „ 


My first enemyl My 
Swotd is used auto 
moftcolly. so all f hove 
to remember «a to 
block [B Button] and 
|ab (A Button) Wish 
me luckl 


59 


























































Now it’s time to put those sword fighting 
skills to good use—especially with three 
Guards to contend with! Tricky spots are 
marked in blue on the map. See above or 
below those sections for ups. 



EXIT 



Exit Switch 


If 5 another good time to utilize your long 
lumping skiffil Grab the ledge in mid air to 
activate the exit switch and complete the level 



Tricky Jump 


Stand two steps from the edge, |ump up and 
pull yourself up to the next platform for o Life 

refill. Hop back down and stand near the edge 
of the ledge A fang jump should get yoa across. 



Silly Switches 


This section takes a little planning Activate the first 
switch, carefully step forward to break away the 
floor, but dent lond on the next switch. Instead, 
make q long |ump and avoid the second switch or 
else the door will dose 



Level Three can be really challenging 1 
There are many dead ends and some 
difficult jumps. Try experimenting— 
that’s the key to discovering the secrets 
of this level. 



To Reach The Switch 


It s no t too apparent at first, but if you make a 
long |ump to the right, you will find the path to 
the exit switch you will need to open a daar 
later on in the level 


START 
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This |ump looks olmost impossible, but you can 
do ;tl From the top ledge, make o Jong |ump 
and grob that ledge m mid air 


Another Guard 


START 


For the first Guard, move in until your Sword 
appears, their wait far him to come to you A* 
soon as he gets close enough. Jet him have it 



I 




THE WORST IS YET TO COME! 




Making it through the first three levels got you off to a good start, but there are still eleven 
more challenging levels you must leap your way through in order to save your true love. 
Remember everything you have learned so for—it will prove to be helpful as you continue 
on your way. Don't give up yet! 


jsm s 


m.8 




H coufd be your imagination, but |t>>t wfrran you You bed batter step lively ansund here, 
thought you had that lumping technique down because those Spike Traps seem to hove 

pat, those gaps seemed to get wider, . gotten a lot hungrier! 


■ in 


IJ 


I £' " EL 14 





/ 


, 1 , 1 ■ 1 , 1 , 1 ■ 1 , *, 1 



Now thot does itl Evm those Exit 
Switches hove gotten much lower as you 
progress deeper and deepeontoth* gem* 


But the ever-pfwnt vision in your mind ol rh* 
beautiful Pnncoss will see you through. Be pie- 
pared far the find confrontation! 
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WELCOME TO THE 
MUSHROOM KINGDOM 

POPULATION: TONS OF 
TO APS TOOLS 

ttUlSTRAnONS 5V CHARLIE NOZ^ 


> 


W6 ARE THE MUSHROOM 

kingdom's pmmms 

EXTRAORPiNAIR£f 


THE SUPER MARIO 
BROTHERS, WHAT 
A PAIR/ 




DO YOU HAVE 
PROBLEMS WITH 
YOUR PIPES? 


IS YOUR WATER 
RUNNING RIGHT? 



IF THEY AREN'T, 
DON'T DESPAIR! THE 
SUPS! PLUMBERS 
WILL RE THERE/ 


AND THERE'S NO PI PE 
WE CANT REPAIR/ 


ARE ALL THE 
FITTINGS SCREWED 
DOWN TIGHT? 



















































EGAD! 




IT'S A ROYAL 

MESS-mo rue 

PRINCESS' PARTY IS 
TONIGHT1 


MAMA MIA, 
WHAT A MESS I 


NO 

SWEAT! 


HAVE 

WRENCH 

Will 

TRAVEL. 


ANP X HAVE A PERSNICKETY, 
PARTY-PLANNING PRINCESS 
EXPECTING PLUMBING-* 

BY TONIGHT! ^ 

EH, NO 
PROBL6MO/ 




WE'LL FASTEN THESE 
FITTINGS IN NO TIME! 



C'MON, WEEGE. IT'S 
EAST! JUST MATCH 


.ANP THE BLUE PIPE'S 
CONNECTEP TO THE 
BLUE PIPE... 


...ANP 
TELL CM! 


THE RED PIPE'S 
CONNECTEP TO THE 
REP PIPE... 









































THE T-JOINT'S 
CONNECTED 
TO THE 
U-JOINT... 



BUT I'M WEAK 
FROM HUNGER! 
LET'S £477 


REMEMBER 
THE PARTY! 
WITHOUT PIPES, 
THE PRINCESS 
WILL BE IN A 
PICKLE/ 




THAT WASNT 
HERE A 
MINUTE A GO. 
WHAT THE...?? 


IT'S HUGE! MAYBE 
IT'S A DIRECT 
LINE TO THE 
ROYAL MOAT. 


1 THINK 
HUNGER IS 
MAKING ME 
HALLUCINATE! 














































P7>Y EBIKESt 


NOOOJ I'VE BEEN HAVING 
PIPE DREAMS ABOUT THAT 
CANNELONIf 


KKKKK 


-* FORGET THE CRUSHEP 
CANNELONU LET'S BEAT F 


WAIT! LET ME GRAB WHAT'S 
LEFT OF MY LUNCH! 
































































YOU'RE A 

REAL POWER 
PLA YER, 

. PRINCESS' 


NICE 

MOVE' 



PRINCE66! 

PRINCE66! 


THIS IS NO TIME FOR 
GAMES! WE HAVE A CRISIS 
ON OUR HANDS/ 


PIPE DOWN, PIP-SQUEAK/ 
IT'S THE PRINCESS' 
PLAY TIME! 


WHAT'S THE PIPE 
PANIC? THE BROS, 
ARE ON THE J OB. 


PIPES! PIPES 

and more 

m PIPES' 


WHERE'S 

THE 

FIRE 

TOAPSTER? 


HA! HUMONGOUS 
PIPE TOWERS 
ARE POPPING UP 
EVERYWHERE 


TOTALLY TUBULAR, MAN 
POPPING PILLARS OF 
.PIPE? PREPOSTEROUS! 


IT'S TRUE! THEY'VE EVEN 
UPROOTEP THE PALACE 
. PETUNIAS! 































































RUN 

FOR YOUR 
i UFE? 


IT LOOKS 
LIKE A KOOFA 
CONVENTION' 1 


STANP YOUR GROUNP, 
YOU SHRINKING 
SH ROOMS/ 


KOOPASl 


I THINK I'VE LOST 
MY APPETITE, 

_ MARIO. _ ^ 


MEANWHILE, IN WE 
GARPEN WS FINP 
OUR PLUCKY 
PLUMBERS IN PERIL,. 


WHO ARE 
THESE NON 
FUNGUS 
AMONGUS? 












































HELP/ I'M BEING 

PEVOUR&? BY VILE 
L VEGETATION! . 


HOU? ON, meoe! 
I'M ON MY WAY! 


YEEOWCHHf 


it'$ wo use- 

THEY'RE SPROUTING 

up ae?mHEK£/ 


Wtt/r/ x HAVE A PIPE 
PLAN' boot one 

OVER HERE, LUIGI? 























































LEAPING LUGNIITS, 
TOAPMAN ! LOOK AT 
THE SIZE OF THOSE 



THEY PONT 
EVEN MAKE 
WRENCHES 
FOR PIPES 
THAT 















































































SUPER MARIO WORLD 


HOW DO I GET OUT OF FOREST 
OF ILLUSION 3? 



i 


Jeffery Decker 


M any people seem to be having 
trouble finding the secret exit 
to Castle #5 from Forest of 
Illusion 3. Don’t despair. Although it is 
hidden, the exit is easy to reach. Near the 
end of Forest of Illusion 3 you 11 find a 
tall green pipe. To reach the pipe you 11 


have to get past the team of Bob-ombs 
and Chargin’ Chucks that are lined up 
against you. Once there, hop to the top 
of the pipe and jump down into the 
sectet underground area. Thete you'll 
find a Key protected by breakable blocks. 
Use your Spin jump to smash the blocks, 


then take the Key and put it in the 

Keyhole to reach the secret exit. Now 

* 

you’ll be able to move on through the 
forest to Casde #5, where Roy Koopa is 
waiting. 



Forest of Illusion 3 hos two exits One IeoOs to the 
Forest Ghost Hous** The other I nods to Costle #5 



You II hove to run the gauntlet of Bob ombs and 
Chargin' Chucks before you reach the pipe 



Go almost oil the woy to the end of forest of 
Illusion 3 ond jump up onto the tall green pjpe 



Duck down the toll green pipe into the hidden 
underground world that leads to the secret exit 
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Use the Spin Jump to break the blocks so you 
con take the Key and insert it into the Keyhole 



Now me road will be open through the forest to 
Costie #5, wherr Roy Koapo is waiting 





































?1 


WHERE ARE THE FOUR SWITCH PALACES? 


T he Yellow Switch Palace is easy 
to find; just head to the left 
ftom Yoshfs House. You can 
reach the three remaining switch 
palaces through secret exits in Donut 
Plains 2, Vanilla Dome 2 and Forest of 
Illusion 2. The Green Switch Palace is 
accessible through Donut Plains 2. 
Take the second green pipe: up into the 
room with the Chargin Chuck. You 
must be Supet Matio, because you’ll 
have to Spin Jump to break out the 
blocks and gtab the blue shell. Then 
tit row the shell at die highest block in 
the ait so a vine grows up to a hidden 
room. I’he Key and Keyhole are in that 


mum pm e 



The Yellow Switch Palace is easy to reach 


room. Use the P Switch in Vanilla 
Dome 2 near the wall of blocks to turn 
them into coins. Run rhrough the 
coins and jump down. You’ll find the 
Key on a ledge and the Keyhole in d ie 
water. Swim carefully with the Key ro 
the Key Hole, wliich unlocks the Red 
Switch Palace. In Forest of Illusion 2, 
swim to the far right, then move down 
past the Urchins. Head to the left when 
you reach the bottom. Beyond the 
block is a wall through which Matio 
can walk or swim to reach die Key and 
Keyhole, but watch out for the Rip 
Van Fish or you might not reach the 
Blue Switch Palace! 


GREEN SWITCH 
PALACE 


RED SWITCH 
PALACE 


BLUE SWITCH 

PALACE 



Reach ifw Green Swilch Palace via Donut Plains 2 


Reach ihe Red Swilch Palace via Vanda Dome 2 




Reach ihe Blue Swilch Palace v»o Forest of 
Illusion 2 



lake the second green pipe when Mar a is b;g 



Take the r ' Switch to th® wall of blocks and hi! il 


.TlMt 



Move downword past the Urchins with car-® 



Throw the blue shell al the highesl block 



Take the Key ond swim with it to ihe Key Hole 



Swim through ihe wall to ihe left ta get ihe Key 
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WHAT DO I DO ONCE I HAVE 5 
STAFF PIECES AND 3 KEYS? 



Chance Warner 


O nce you have the five pieces of 
the Staff and three Keys, your 
next objective is to find the 
Fourth Key. If earlier you visited the 
room that is marked with a star, you 
may think it is a dead end, but once 
you have five pieces of the Staff and 
three Keys, two blocks will appear and 
you will be able to reach the rooms 
exit. The easiest route from Start is to 


follow the route indicated by the map 
below. From Start, make your way 
south and west to the blue, multilevel 
room. Drop down four levels and go 
straight ahead until you reach the large 
multilevel room shown in the photos. 
In that room, position the bubble in 
the comer so the gremlin changes hts 
route. Now you can get a lift on the 
gremlin to reach the next level and pro¬ 


ceed to the room with the star. The 
Fourth Key is close by. Soon after this 
you'll find a teleporter that transports 
you to die tower where the final piece 
of the staff awaits. 



The gremlin moves in the wrong direction to b* 
of any help to you when you first reach this 
room 



Place the bubble in the corner then hop on the 
gremlin From its head you con reach the high 
er level 



Slocks oppear if you hove five pieces of the 
Staff ond three Keys The exit is now in reach 


THE ROUTE TO THE FOURTH KEY 


Start 



Follow the route indicoted by the mop once you've found five of the Pieces of the Stoff ond three 
Keys If you ore olreody deep in the moxe, go to the room indicoted by o star It moy have seemed 
like o dead end before, but now there wiii be two blocks so you con reach the exit 
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EXCELLENT V5DE0 
GAME ADVENTURE! 


WHERE ARE THE BALLS IN THE 
WESTERN WORLD? 



B efore you can timenap the his¬ 
torical dude or babe in Western 
World you must find the fout 
hidden Baits. Look fot the first Bait in 
front of a tepee just past the first Horse 
Ride on die west side of the world* T he 
second Bait is in the nottheast atea. 


From the northeast corner, walk west 
to an intersection, then head south a 
short distance until you see two tocks 
and a tepee. Jump in front of the tepee 
fot rhe Bait* For the third Bait, head 
east ftom the southwest corner and 
turn north at the first intersection* 


Look for two slumps on the left-hand 
side Just beyond them is a rock. Jump 
in front of the rock to score the Bait. 
The final Bait lies east of the northwest 
corner in an alley between the first two 
buildings you reach. 




Jump in front of the tepee, beyond the first Horse 
Ride on the west side ond neor the intersection 




ump m front of the tepee neor tha intersection 
rest of the northeast comer Saak two rocks ond o 
tump 



Travel east then north from the southwest cor 
ner Jump in front of the rock fust above two 
stumps 


WESTERN WORLD 

Most areas of Western Wotld look pretty much the 
same—a stump herc, a rock diere. Use intersections and 
buildings as landmarks. 



O 



Go east from the northwest corner until you 
reach the first two buildings Enter the olley 
between them 



Once you hove the four bolts, ook in the build¬ 
ings and use clues from people to find the his¬ 
torical character 
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O nce you’ve slipped past the 
splices and collapsing rooft of 
Rushifells lair, you’ve still got 
Rushifell himself to defeat. It wont be 
easy* but thctc are ways to disatm 
Rushifells potent fireball. Attack him 
with the Boomctang ftom the lowct 
block on the left side of the room Aim 
for Rushifells head and remembet that 
the Boomerang attack will be effective 
only it the Boomerang is thrown when 
the monstet s arms ate down. Watch 
for the appearance of Rushifells Heat- 
seeking fiteball, as well. He’ll start 
flashing as a warning signal When the 
fiteball statts to fotm, jump to the 
upper block, and when the I Icat-seeker 


comes toward you, jump up and down 
on the block. The scrolling action that 
results from your jumping will make 



Attack repeotedly from the lower left block with a 
Boomerang It will take 15 hits to beat Rushifell, 
but you won't be cblo to strike all 1 5 at one time 


Rushifells shot vanish off the screen 
befote it has a chance to scorch you. 
Now you can jump back to the lower 
block and resume yout attack until 
Rushifell releases another fireball. A 
second method is to race around the 
blocks in a clockwise direction when 
Rushifell fires the Heat-seeker. Again, 
the scrolling action makes the fireball 
disappear. It will take about 15 hits and 
a lot of jumping back and fotth to 
defeat the fiend and catn Infinite 
Flight, Darkfire and the Eternal Candle 
as your prizes. Afterwards, you’ll still 
have to face the dangers of Bteaget’s 
Castle in order to save the Ghoul 
Realm and finish the game. 



When Rushifell releases the fueboll, pump to the 
upper block You can t dodge the heat seeking 
attock, bul you'll be obU to moke it disappear 



Jump up end dawn so the screen will scroll The 
scrolling oction should be enough to make the 
fireba!' disoppear at the bottom o r the screen 



Naw |ump back dawn to the lower block ond 
ottock Make sure Rushifell's arms are lowered 
before throwing the Boomerang ot him 


SOME GAME GOT YOU STUMPED? GET 
THE BEST TIPS IN TOWN FROM THE PROS. 



WRITE TO; 

Attn. Counselors' 
Corner 

P.O. Box 97033 
Redmond, WA 
98073-9733 

CALL TO: 

(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon-Sat, 4 00 am to 
Midnight and Sun., 
8.00 am to 5 00 pm, 
Pacific time 
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O ne hundred years have passed 
since Dracula last terrorized 
Transylvania. Again the ghouls arc 
abroad and the night is shattered by 
the howling of wolves With whip in 
hand, Simon Belmont begins a jour¬ 
ney into darkness. Thus begins j 
Konarm’s blood-chilling Super Cas- 
tlevama IV for the Super NES. 


As anyone who has played a Casdevania 
game knows, the Belmonts use whips in 
their pursuit of Dracula. In Castlevania 
IV, the Whip can be directed in eight 
directions; it can be swung with a circular 
motion, and it can be used as a swing to 
cross open spaces. Simon’s jumping is 
also unproved, and he can squat down to 
pass under low ledges. As m some other 
Casdevania games, you will find items for 
special attacks, and the game is saved 
using Password symbols. 


fVess down and either I ©ft or 
right on the Controller ond 
Simon will move Forward in 
a squatting position, This is 
the only way he can pass 
through low openings 


Some items can be used as 
weapons and costa certain 
number of Hearts when 
used Other items like Pork 
Chops refill lost sections of 
Simons Life Meter 


by gathering Power Ups, the 
Whip becomes a Morning 
Star with greater range and 
a more damaging attack. 
You can also use it ta swing 
across open spaces 


Simon bos better jumping 
control than ever before, and 
you II need it when making 
leaps to swinging chonde 
hers or when avoiding swift 
enemies like panthers 



I 
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The desperate crusade begins in the outer grounds of a casde guarded by Skel¬ 
etons and swooping bats. Mr. Hed, a flying horse head, attacks in the stable 
before you reach Rowdain, the skeleton knight on his skeleton horse. 


ONE GIANT STEP * 

Watch the ground in front of Simon for bottom- • 
less pits, or he might take an endless step to his 
doom. Make your way around the pits by going "j 
through the door. As you do so, beware of flying 
bats approaching from the right. Collect all the /Bj 
items by backtracking on both sides of the fence. !H| 


QUICK STEPS 

Some blocks crumble if you 
stand on them too long 
Keep moving Time is short 


Ft 1? fFTfwC f ' 

i r i r t r r n 


SWINGING SIMON 


Swing farther by push¬ 
ing left and right on the 
Controller and extend 
the length of the Whip 
by pressing down. 


THE INVISIBLE MAN 

Whip the candle halfway down the stairs and take the 
potion. You’ll become invisible to evil wraiths for a few 
seconds. Quickly 

now, go > tii tloor fe A 

aid attack t tc du l jJ m , CS m 

etons! 


STAIR JUMPING 

At times you may want to pass 
through a stairway rather than climb 
it. If you try to jump onto the stairs, 
you will discover that Simon won’t 
land on them. Like a ghost, he passes 
right through! Just make sure that 
there is a solid floor below the stairs. 
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LOOSE FLOORBOARD 


In Transylvania, every step can 
be your last. These boards flip 
flop if you jump on them, but 
if' you tread softly, you will be 
safe. Also take the Watch, con¬ 
veniently located nearby, to 
freeze the attacking waves of 
Medusa heads. 


Tha it#ms jncheafad cm the map will 
moke /our |Oumay safer and your 
baffles easier 


Wetch 


Boomerenu 


A NEST OF VIPERS 

Nests of poisonous snakes cling to 
the ceilings in the stable. When 
you pass beneath them, they fall in 
a dump to the ground and crawl 
after you. Move beyond them, then 
kneel and let them taste the sting of 
your Whip, or strike overhead as 
they fall toward you. Lower nests 
can be destroyed as you approach. 
In later stages, many more enemies 
he in wait, revealing themselves 
only after you come within range. 






WHIPPING IT UP 


Simon’s new skills with the Whip 




include the ability to swing it around 
his head in a circular motion. This 
attack is not as powerful as snapping 
the Whip straight out, but you can 
hit enemies on all sides without 
turning to face them. 




r 


A DEAD KNIGHT AND HIS HORSE 


AH that now remains of Rowdain and 
his horse are skeletons, and a hatred of 
all tilings that still breathe. Simon 
must scatter their bones if he is to 
pass. At first, kneel on the left ledge 
and strike the horse as it draws near. 

The horse’s fireball cm be destroyed , , ... 

by the Whip, or you can avoid it by Whip owoy ^ 
jumping. With half his Life Meter Rowdam when he s on 
gone, the horse vanishes, leaving Row* ^ floor 
dam to carry on the battle. Continue 
your Whip attack from the floor, but 
when Rowdam leaps up, move quickly 
out from under him. With one Life 
Meter left, Rowdam will fake his own 
defeat. Prepare for one more hit 


Kn«d on the left ledge 
and whip the skeleton 
hone and it* fireballs 
You must reduce the 
Enemy Life Meier to 
half before the horse is 
defeated 


Run to the left or right 
when Rowdam makes 
his high leap He II 
come straight down, 
stabbing with h>» evil 
sword in a crushing 
attack. 




STRIKE FROM ABOVE 


Beneath the stone ledge clings a nest of vipers. If you 
jump from the ledge to the left, they will surely attack. 
Fortunately, Simon has great skill with his Whip. Jump 
up and lash straight down. The snakes will fall harm¬ 
lessly into the void and you 
will be safe to move on. 

Remember this strategy m 
flic stages ahead. It may 
save your life. 














































Simon must pass through a haunted cemetery 
where Hands reach up from the ground to grasp 
him Then his path leads through a swamp and into 
a subterranean river. The boss of this stage is not 
found at the end, but in stage 2-2. 


HAND-ME-DOWIM HORRORS 

Watch for movement in the grass ahead 
and whip the Hands as they appear. If* you 

back and 


are caugnt in tnc grasp, move 
forth or use the Circle Whip maneuver to 
free yourself Also beware of the attacks of 
invisible wraiths and giant spiders. 




CAUGHT IN 
THE CURRENT 


The strong current of this 
subterranean stream can 
pull Simon toward dan¬ 
ger. Normally the current 
flows from left to right, 
but every 20 seconds or 
so it switches for a short 
time. Since the current 
can pull you toward enc- 
^ mies and traps, you must 
always be aware of its 
direction. 


RED SPIKES 


Clumps of a red, spiked plant grow .ilong 
the ceiling of the underground stream 
One touch of their poisonous barbs will 
dram Simon’s Life Meter. Watch for 
them constandy, and do not jump when 
you arc fighting beneath one of them. 


SPIKES BELOW 

An even greater danger 
than the red spikes are 
the spikes that grow in 
pits in the streambed 
You can easily jump over 
them when the current 
flows left to right. If the 
current is re versed when 
you jump, it may pull you 
into the spikes when you 
land. 


Stay in woter when the red spiked plants ore 
overhead During battles, whip enemies as frequently 
os you can An cttemphid lump to freedom may spell 
Si non s doom 
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MEATY MATTERS 

Chances arc that Simon will take a 
few hits from the ravens, poison¬ 
ous frogs and other evil denizens 
that inhabit this grisly region. 
Therefore, do not pass by the Pork 
Chop midway across the second 
span of the bridge. You are almost 
to Medusa, and you will need all 
your strength to banle her. 


BttkttKKM Ou high bridge is accessible 

only by using the vertically 
moving platform. Jump onto it, making sure 
that you have already defeated the raven that 
swoops at you from the right Now let the plat¬ 
form carry you up to its highest point, which is 
even with the stone pier of the bridge. The leap 
to the stone pier is a long one, so position your¬ 
self at the far right edge of the platform. 


After the dongers of the 
swamp, pick up the Pork 
Chap on the second 
bridge Medusa, waiting 
just ahead, won t osk 
you to dinner 


SUPER 

CASTLEVANIA 


DON'T LOSE YOUR HEARTS 

No boss waits for you at the end of Stage 2-3, 
which means that you can carry over your 
Hearts to the next stage. That is unless the 
Flying Hand steals them away. Keep out of 
the clutches of this thief of hearts to preserve 
your advantage m Stage 3. 


IF LOOKS COULD KILL 


The hideous Medusa can turn a 
man to stone with one glance. If 
Simon kneels when the Glance 
Spell approaches, hell be safe. If 
caught by Medusa’s Glance, 
he’ll become a statue for several 
seconds. She also throws snakes. 
Kneel to combat Medusa and 
the snakes in front of you, then 
turn to attack the snakes behind 
you. 


The Stone Glance 
can freeze you, 
leaving you vuf 
necable for a ihort 
while. Kneel down 
to avoid rt 


If lobs a 

snake over your 
head, turn, kneel 
and strike it, then 
face M^duso to 
continue your 
attack 
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In the third stage, Simon first finds himself wandering m a lonely cave. Soon he will climb 
a cliff streaming with waterfalls, and then he must cross a moat filled with merciless Mer¬ 
men and climb a tower to face the twin-headed Orpine Vipers. 


▼ ONE FALSE STEP 

The spikes m the cavern are unforgiving. Step on one and Simon loses a life. Jump from 
ledge to ledge, but beware of ravens. If one hits you, you may fall onto the spikes. 


A HIDDEN TREASURE ROOM 

^ Throughout Super Castlevama you can find 
!■ hidden rooms filled with treasures of Hearts, 
I Coins, weapons and Pork Chops. This room 

■ may be the easiest to find Whip the blocks 
of the wall, let them fall, then move forward 
Once inside, collect the treasure, but also 
watch out for the bat. Visit this room each 

■ time you begin Stage 3 to prepare for the 
\ long journey ahead. To find other hidden 

rooms in later stages, Whip blocks and 
* experiment with hitting candles and ene¬ 
mies or leaving them untouched. 


RUNNING THE GAUNTLET 

This stretch is one of the most challenging m the 
game. Not only must you make daring Whip 
Swings from one ledge to another, you must also 
avoid a school of Mermen at the same time. Don’t 
be fooled by underwater ledges. At first you might 
not see them and think you are trapped. Move as 
fast as you dare! 


THE WATERFALLS 


Simon must climb this tall cliff in leaps and 
bounds, and by using his Whip to swing across 
chasms. Extend or shorten the Whip so that 
Simon swings over a ledge where he can safely 

drop down. Also be aware 
J | ft H of gaps when passing 

I 1 Sjt # S behind water!.ills. The 

1 footing can bt fYtachtrous 


i rte tv nip owing maneuver is never 
easy, but in this a rea you come gndw 
attack while attempting it If an 
enemy is in front of you as you swing, 
donl let go. Keep swinging 


MERMEN IN THE MOAT 

Mermen leap from the water and spit 
streams of poison at Simon. They have a 
long range so it is best to attack as soon as 

them a chance 


you see them. Don’t 
to attack you! Move quickly to the first 
stone ledge, then wait for several blocks 
to fall. The next ledges are*made of 
crumbling stone, so hop over them. 
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FALLING STONES 

Near die end of the cave you will encounter a new danger. Huge stones hanging from 
the ceiling begin to quiver as Simon approaches. In a second or two they crash to the 
floor and splinters fly off. It Simon is hit by the stone or the splinters, he will be 
damaged. Stop at a distance and wait for 

ih<. stone to fall before passing forward. 

Sometimes there arc several stones m a j 

row. Wait for all of them to fall before | 


MULTIPLE SHOTS 


WV Defeat len enemies with a 
tola special weapon and hi the 
Fffi candle with that 


Just as in Castlevama IE, you can 
obtain multiple shots by destroy¬ 
ing ten enemies in a row usmg a 
special weapon. If you switch 
weapons, though, you’ll have to 
start over again. Once youVe 
defeated the ten enemies, the 
multiple shot block will appear in 
the next candle that is struck. 


iQfiu* wpopon. 


Hit the Wock ihot appears to 
get the Double Shot for ywr 
current special weapon 


DUO DRAGONS 

^ Upon reaching the top of the tower, a flood fills 
Al the floor below and the twin- headed Orphic Vip~ 
B ers appear from the left. The dragon heads shoot 
blue flames and balls of fire as they bob and 
weave. Stand on the 
middL platform .aid 
attack the heads when 
they come m to range 
When the triple fire Kills 
from below, jump ! 
up to avoid them. - 


[ The path now turns upwards as Simon must 
climb the tower past bone dragons, skeleton 
knights and other vile creatures. Again you 
must use the Whip Swing to reach dangerously 
narrow platforms. Attack as many enemies as 
* you can from below. Your main danger is being 
4 knocked off a ledge into the abyss. Take your 
time. You can’t afford a mistake here. 


Standing an the middle ledgn 
gives you the bait shot at the 
dragon head* Jump up to avoid 
the triple fireballs launched by 
(he bottom dragon. 


One dragon heod disap 
poors when hoJI lh*< 
Enemy Life Meier is 
drained Attack the 
remaning dhigon from 
the left edge of the 
middle platform 
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Nomvclly Simon would fall through the 
staifi if he fntd to |ump cn them. By 
pressing Up, and jumping, he con land 
safely on o stairway 


The best strategy in Super Castlevama 
is to master all the moves and tactics so 
you never become stuck for long in the 
later stages. If one tactic doesn’t work, 
try another. Sometimes all you need to 
pass an area is a simple maneuver. For 
instance, if you jump to a ledge and a 
bat always knocks you off, maybe you 
should press the Y Button at mid jump. 
If you hold Y, the butt of your Whip 
acts as a guard, protecting you from 
attacks at the level of the Whip. 


SPECIAL WEAPON UPDATE 


The same five special weapons that you 
used m previous Castlevama adventures 
are available m Super Catslevania IV, 
but they play a smaller role. The new 
versatility of the Whip reduces the 
importance of many of the special 
weapons. Stopping time with the Watch 
is still particularly useful In areas where 
you might get knocked off into an 
abyss. The powerful Boomerang is 
great for battling big monsters. 


Whsn tnwvnts attack 
you in vertical nraas, 
you might faks lb* big 
fall and lose a Ilfs Use 
lh# Watch fa stop time 
and kttp enemies from 
mining your day 


The powerful 
Boomerang con Inflict 
twice as much damage 
on opponents because it 
will hil !hem both 
coming and going Use it 
against ma|Qf foes 


RESETTING THE CANDLES 






Besides finding hidden rooms, you can stock up on 
Hearts, Bags of Coins, Pork Chops and other items by 
resetting Candles in some areas. In areas that scroll to a cer¬ 
tain point before switching to another scrolling segment 
of the same stage, you can reset a Candle. Simply go past 
the point of the screen scroll, then return. Make sure you 
use this technique only m stages with lots of extra time. 
The technique won’t work once youVe passed on to the 
next stage, say from 1-2 to 1-3, because you can’t return to 
an earlier stage without losing a life. 


STAIR JUMPING 

In Castlevama IV there are two special jumping tech¬ 
niques*-one for jumping on stairs and one to jump 
through them. To land on a step, press Up, hold it, then 
jump onto the stairs. Simon will land safely on a step and 
continue upward. You can jump down through a set of 
stairs while standing on a step by pressing Down, holding 
it, and pressing the B Button to jump. Before jumping 
through a stairway, kuwmmmbh 
make sun 

sol’d ground below, * ' v % I 


appears, you con reset the 
paint of the stage where the sao'l stops and 
switch#* to a new scroll, then return to the first 


area 


VANISHING FOES 

Have you ever been in an 
area where the enemy just 
seems too tough to beat? 
c Maybe it is. Maybe there’s an 
easier way to get rid of it, like 
making it simply vanish 
from the game. When you 
want to make a creature van¬ 
ish, scroll backward out of 
the area in which that enemy 
appears. Now when you 
return to where the enemy 
was, it will be gone. This 
technique won’t work 
against all creatures, but 
where it works once it will 
work over and over, making 
difficult areas much easier to 


THE FINAL TIP 


In the final stage, you’ll 
want to be at your best for 
Dracula. There is a hidden place where you can fill your 
energy, plus get a Triple Shot and a ton of Hearts before 
you visit the Count. From the ledge on the right, jump to 
the left where there is an invisible ledge. Go to the left 
edge, collect the items, then prepare to meet the Prince of 
Darkness. 


pass, 
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^ /ffl Get ready for tlie triumpkant 

/f. return to Nintendo’s fantasy land 

.VJ of legend, Ilyrule, in a new odven- 

ture tkat explores tk e very genesis 
of tke Triforce legend 

*•> Predecessors of Link and Zelda 

^ must kattle a mysterious wizard, 

and tke evil forces kckind kim, as 
* ^ ke attempts to release dark forces 

on tke unsuspecting people of 
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le. i ne empnasis is on 
i, kut tkere are also plenty of 
ries to solve and items to 
and master. Tke lan a of 
lc lias never looked so invit- 
$ wken displayed in Super 
drankics. And tkere are 


















new Legend of Zelda adventure. With the wide variety of options available, 
the hero has complete freedom to explore die land to the fullest 



SWORD 


Whether he is using the trusty family 
blade or the mighty Master Sword, skill 
in basic swordsmanship is essential to 


success. 


Once Link has the Pegasus Boots, he 
can launch a charging attack that’s not 
only deadly to enemies, but can be use¬ 
ful in other ways. 


treas¬ 
ures are hid¬ 
den through¬ 
out the land 
of Hyrule. Finding 
these is part of the 
fun of any Zelda 
game. Using them 
well is part of master¬ 
ing the game. Some, like 
the bow, are weapons, 
others are magical items. 


Although at first the 
hero’s carrying capac¬ 
ity is limited, as he 
gams more powerful 
items, he will even be 
able to lift large 
boulders. Who knows 
what might be hidden 
underneath? 


ATTACK 




Using a unique, 
almost three- 
dimensional 
perspective based 
on the original 
Legend of Zelda 
game, the world seems to have 
new depth as each screen can 
have more than one level. Some¬ 
times jumping is the only way 
to go from one level to another. 


Tlie ability to navigate the waterways of 
Hyrule will open when die hero has 
proper swimming gear. 
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1 > r,. IHiilMy Of 

ZELDA 

A l INK TO Tup pACT 


A SPECDM. 


Two techniques in A Link To The Past 
really add new character to the Zelda 
senes: the Spinning Slash Technique and 
the Dash Attack. Early in the quest. Link 
will learn the Spinning Slash Technique, a 
secret sword technique handed down by 
his family. After focusing lus power on 
tile blade, he can swing his sword in a 
wide circle, hitting any enemies nearby. 
In a Dash Attack, lank builds up speed 
and can then crash into objects with tre¬ 
mendous force. This can jar apples loose 
from trees or even break down some 
walls! 


Link runs with super 
speed and hits objects 
with a tremendous 


By channeling his power into the blade 
of his sword, Link can slash the enemies 
around him in a full circle. 



The dungeons also have an auto-mapping feature 
which keeps track of all the rooms you have visited. If 
you find the hidden map in each level, you can see the 
entire dungeon layout including rooms you haven’t 
been to yet With the Compass, you can pinpoint the 
location of the master of the dungeon. Even with this 
feature, you still have to puzzle your way through the 
mazes on your own! 


You don’t have to worry too much about getting lost in 
this new Zelda sequel. Wherever you go in the Over¬ 
world, an automatic map will keep track of where you 
are and even guide you to your next goal. Of course, it’s 
still up to you to find the best way to reach the next 
objective. 


MRP 


The dungeons of Hyrul* ore treacherous mazes full of hostile creatures 
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With the help of the village people. Link finds the elder and begins his quest 
for the three Pendants of Courage, Power and Wisdom With these, it will be 
possible for Link to retrieve the mighty Master Sword and battle Agahnim. 


A dark passage through the rot infested sewers of the 
costle leads t© safety 


As the story begins, link s uncle departs on a myste 
nous mission and tells our hero to wait of home 


Link enters the Castle basement through o hidden 
hole ond receives o sword from his fallen uncle 




After receiving o telepathic message. Link ventures 
out into the rain-soaked night 


keeping visitors away Link decides 
must be cmiss 


A mace-wielding krvght guard* Zeldo s cell Link must 
defeat this rogue in aider ta retrieve the key 



With Zeldo free. Link can investigate recent curious 
events His search begins in Kokenko Village 



The once 
deserted 


Square is now 



to bang some light to the mysteries at hand 
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Mony strange penis will block Link s progress, but fa 
be turned info o rabbit ? 


As a land rich in magic, H 
has many unusual sights. 


What is the secret behind the The fog enshrovded lost Woods 
ghostly flute playing boy in the hide many things, including the 
haunted grove? Legendary Master Sword. 


Many Faerie folk live in Hyrule, 
preferring hidden out of-tbe way places 
to make their homes They are always 
ready to comfort o weary traveler 


Three great evils must be defeated fo win the 
Pendants 


The mogic Shop stocks mony 
magic potions Who knows what 
special thing they might brow up 
with the proper ingredients? 


And what is the secret behind the mysterious Dark 
World? 


Lint's quest to find the three 
Pendants and the Master Sword 
will take him across the land 
of Hyrule, from the low-land 
swamps to the peak of Death 
Mountain. Caverns, dungeons 
and the maze-like interior of 
ancient Hyrule Castle must he 
thoroughly explored to find the 
powerful artifacts of the myste¬ 
rious I Iylia people. As the 
legendary hero, the destiny of 
Hyrule is in your hands! 
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OAHU . 


i 


TEE OFF IN THE TROPICS 
AT A CLASSIC COUNTRY CL UB 


Aloha! In its new golf dassic, T&E Soft 
welcomes you to the world-renowned 
Waialae Country Club, site of the 
famous Hawaiian Open. New and clas¬ 
sic? The club, founded in 1927, is a 
dassic, popular for its beautiful setting 
and uniquely Hawaiian “Aloha” spirit. 
And T & E's rich 3-D graphics and per¬ 
spective options add a realistic feel to 
the game that really is new to video golf. 
T & E’s course is just like the real one 
on Hawaii’s Oahu Island, right down to 
the unpredictable trade winds that keep 
golfers guessing about which direction 
the next gust will come from. And like 
real golfers, video gamers will have to 
learn to read the island’s changeable 
winds and compensate for them m 
order to keep their scores down—and 
their shots within bounds. 

991 T&E Soft of America, Inc, 



Not only is the course the same as the real one at Waialae, 
you play it just like real pros do during the Hawaiian 
Open. They start with the back nine as holes 1 through 
9, then play the front nine as 10-18. 
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YOURSELF 


OAHU 


ROUND 


i.'VJ* 


The choice is yours! Before beginning 
your first round, you can register your 
own name and select from among sev¬ 
eral play options. Choose Tournament, 
Stroke, Match or Practice Play, adjust 
the handicaps of participating players, 
and even select a caddy. 


The board shows 
the actual scores 
af Ihe real pros 
who competed in 
the 1990 
Hawaitan Open. 
How do you rate? 


The caddy an Ihe lor left tells you historical 
ttdbils, Ihe next one over has better ploy info 


«JS At the end of the 
S«| gome, your 
«** statistics are calcu- 
■— lated Chech them 
to see which oreos 
need improvement 


Enter up to 10 characters per ployef m the 
registralton window, then press A to sove your 
roster 


Four ploy modes give you lots of variety 
Practice Play lets you work on strategies for 
any hole you choose 


n 

PS 
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SELECT THE BEST CLUB 


It’s just as important to know how to 
select dubs in the Waialae C.C. video 
game as it is on the real course. The dis¬ 
tances listed are for maximum range; the 
distance you will actually get from a club 
depends on the power of your stroke, 
where you strike the ball, your lie, and of 
course, wind conditions. Don't expect 
great distance if you hit a high drive into 
the wind! 



You'll find the same kind of playing surfaces in the 
game that you would find on an actual course, from 
fairways and greens to bunkers and water hazards. 
There are ten surfaces in all 



I 

1 SBj > ' BjT I 

1'*i 1 |l 


r™CHI BUNKER 1BUNKER! BUNKER 

“ROBOT 



1W 

270 Yards 

.3W 

230 Yards 

4W 

210 Yards 

21 

200 Yards 

31 

190 Yards ■ 

41 

180 Yards 

51 

170 Yards 

61 

160 Yards 

71 

150 Yards 

81 

140 Yards 

91 

120 Yards ' 

PW 

110 Yards 

SW 

90 Yards 

Pt 

• 

100 Feet 



10 Mamao / Drshrnf 

11 Oolca / UiweUtn? 

12. li Brown / *Mr Gotr 

13. Apiki / Tricky 

14. Auwu / Tlw Ditckf* 

15. LaUu / Go Artray 

16. Upjks / ftapwrf 

16. "lu 1u (Ladies) / Litfty 
17 Huluhulu / Hairy 
IS. Atoh-i 


1 Klpflku / DmvAvmy 
2. ICiilani / Sea and S in/ 

3.1 mufl / Sfru/v/rt A/»W 
4. Aknu / 

5 Hema / Lrf 
6. Pililaa / 7hurWr 
7 Wrto / Fiml in the WJjrf 
8. AUc / Mud Hen 
V KiJuu Lot / A Uwj HrtA 


Stunning tropical trees and flowers add to the 
beauty of the wmdswept Waialae course. On the real 
course, dress is casual and it's strictly “play when 
ready,” so get moving! 


1 Mamao "Distant" 


ParS 
521 Yards 


Start your round on a long, straight foirway With a 
favorable wind, you can birdie this one 


2 Oolea "Unyielding" 


Par 4 
348 Yards 


If you slice yovr drive on hole 7, you II lond amid o 
grave of kiowe trees Good luck Hitting out! 








3 li Brown "Mr. Soil" 


5 Huwai "Two DifrT 


4 Apiki "Tricky" 


Named for one af the founders of Waialae CC, 
the third hole has a lake running up the left side 


Two wafer hazards spirt the Fairway Stay fa the 
left, out of the trees, ond expect a mean green. 


Apikn s narrow, 55 yard long green is lined on bath 
sides with bunkers and it dips in the cenlei 


The strong winds con certainly be o factor on this 
hole, making if easy indeed to "go ostray* 


Par 4 
397 Yards 


Par 4 
401 Yards 


Par 3 
178 Yards 


Par 4 
430 Yards 
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CLASSICS 

WAIALAE 

Country Club 


Get new perspectives on the ball by 
scrolling left and right or up and 
down, then 
set up for 
your shot 
accordingly. 



SHIFT YOUR SIGHTS 



When you see ihe biggef pic 
hire, you get o better idea of 
the course i contours 



SHUT HIM UP! 

Are you tired of the caddy's 
advice? Turn Advice off m 
Options. 



OPT ON OR OFF 

Follow the bouncing ball Turn Shat 
Path on if you want to sen a line 
an the screen trace the bell s flight * 
path • ' 

DO A FLY-BY 


_ l"’ptir>ns 

>Shot Path On 

Fly-by uiew Cki 

Hide Ball Off 

Stroke Speed Fast 
Hdvice On 




C^n^el Q 


HIDE N’ SEEK 
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AcUvote Fly by View if you wont 
to Py over the hole to get a good 
look at ife entire layout before you 
fee Off 


If you want your ball la disappear 
behind trees or in bunkers, as it 
would in red ploy, turn Hide Ball 
OfK 




s 


n Kciiani 

"l-i* 


Por 3 
J69 Yards 


tjf 

^ fc 


The wind hem usually sweep* from left fa right 
Close your stance and draw your shot to 
compensate 



Web "F! ml 
in If Wind" 



Par 4 
3% Yards 


Dnve to the nghl and approach the green carefully 
It slopes owoy ond Has bunkers on both sides. 




IQIMiia "St. f- 

I JL jht 'huad' 


Par 3 
165 Yards 


Dont get trapped in the huge burners fionhng the 
green Watch the wind ond aim for dead center 


Par 4 

420 Yards 



17 


Alai 

"Mud Htn J 


As its name implies, I Mua has o long, straight 
fairway Stoy left ta avoid the palms on the right 


Pdf 3 
17B Yards 



■iml 


Bordered by the Pacific Ocean, 17 Has a big, 
faugh-ta read green that has bunkers left and right 



A long, right dog leg, hole 13 has a bunker on the 
right of the bend ond o gently breaking green. 


Off the tee, ploy to the right of this hg, left dog leg 
ta avoid the huge krawe tree ot the comer 


You can say 'goodbye* to par if the wind carries 
your ball out of bounds. Stay on ihe fairway 


With a tight OB on the laft and trees on the right, 
Rlilaa mokes it tricky to hit o safe drive 


Goodbye 


ilikia 

'double 


Ki’ jii Laa 


1 A Kipaku 
I U "Drive 


Drive fantf 


Huluhulu 

"Hairy* 


Off the tee, drive over the water hazard that 
divides the fairway^and stoy out of the bunkeri 


Try to hook your drive to follow the dag leg ond 
land by the bunker, then ihoof for the green. 


Par 4 
395 Yards 


Par5 
533 Yards 


Hold to the left of the fairway, especially if it t 
wirefy Watch out for the O B an the right side 


Par 4 
347 Yards 
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P op in the Super Off Road cartridge 
and the first thing you’ll be treated 
to is the sound of a rock ’n roll intro¬ 
duction to a hot new release from 
Tradewest. The Super Off Road soundtrack 
is awesome! Be sure to take advantage of the 


stereo sound capabilities of the Super NES. 
Smell the Nitro as you tackle the challenge of 
16 bone-jarring courses. Equip your truck to 
the max with all the necessary racing goodies 
and let your opponents eat dust. FLOOR IT! 



GRAB A BUDDY AND 
HIT THE DIRT! 



In the one-player mode you will lose or 
“WIPEGUT r if you come m fourth and 
(ugh) there art no Continues. Never 
fear. Super Off Road is outstanding for 
two-player simultaneous racing action. 
An excellent way to insure that you’ll 
NEVER lose is to play by yourself m 
the two-player mode. Select both 
trucks, but just let the blue truck idle 
When the race ends youll be in third 
place (at least) which will automatically 
put you in the next round The blue 
truck will always be allowed to con¬ 
tinue. This way, no matter if you place 
First, Second or Third, you!! be able to 
go on to the next track. 


Go It Alone 



It may take a few races to get used to the play 
control of Super Off Road Dorr t worry With 
practice, you II be m the money for every race Using 
the L and R Buttons improves the cornering obility of 
the truck, but it also makes it mom sensitive to quick 
movement 


Them ore no Continues 
in the one-player mode 
Finish 4th and you re 
dusted Start over with 
the first track 



2 Player Action 



Go at it for five laps in o free-for-all mudfest Stick 
tight to the corners to put off passing attempts by 
your rivals and also pick up tips by watching your 
opponents. Team up with Flayer 2 ond devise a plan 
to slow down the squirrely silver truck. It s quick! 



The better you become, 
the more prize money 
you II earn. Spend your 
winnings wisely on 
necessary items 
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UPGRADE 

WISELY 



OFF ROAD 


Excluding racing skill, these arc the necessities for the be-all, end-all terror truck! 
Once your upgrades are built up to the max, you can dump all of your earnings on 
Nitro power. Crank on it all the way around each track! *" 



NITRO 


Nitro is the most important 
ingredient for success early 
on. It'S a good idea to have 
about four or five Nitro 
tanks in reserve before each 
race. 


yH 

K 


fa* 


'jjj ■/ 


jf 





Use one Nitro to secure your current position if you think you can pick up 
more lhan one Nitre Press the Y Button ort your controller to activate the 
"ga 0 juice and extend your leadl 



TIRES 


Beefing up your tires will give 
you better traction. Not very 
crucial in the early stages, but 
when your truck gets faster... 
you’re gonna need ’em! 



ACCEL 


This upgrade is cash well-spent. 
Acceleration is a crucial ingre¬ 
dient for winning races. Build 
this item up quickly, but don’t 
neglect the others. 


SHOCKS 


Off road trucks take a tremen¬ 
dous beating. By improving the 
shocks on your truck, youll be 
able to handle all the bumps and 
jumps each track has to offer. 



OPSPEED 


Rather expensive, but it’s great 
for blasting down the straight 
stretches. Gradually increase 
this item and spend the rest of 
your loot wisely. Hang on! 


USING YOUR UPGRADES 





It’s up to you to decide which upgrades 
you will purchase with your winnings, 
but by knowing what tracks are coming 
up, you can make a better purchase 
decision. 


Nitro Power! 


Straight rtrotches ore the best locations to use Nitre It will 
ollow your truck to blow by opponents with ease Also, 
use Nitre to snag items hefore your nvals get to them. 


Acceleration! 

Your truck s engine produces 
more power with Accel This 
upgrade has o very noticeable 
effect at the storting line 


Mudslingers! 

Climbtng steep terrain and powering through choppy 
dirt ore best served by upgrading the quality of your 
giant monster mudders 

Shocking! 

Whoop-de doos such os these ond small |umps seem 
like child s ploy when your shock absorbers can lako 
the brunt of the abuse 

Speed Demon! 

Rather costly, but in 0 wide-open stroightawcy, 
there s nothing better than Top Speed Hammer down 
ond pedd to the metal I 


SUPER NES 
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EK SCOPE OUT THE TRACKS ■K 


Track 


Super Off Road features all 8 tracks from the NES version, but strap yourself in for 8 
MORE tricky tracks on the Super NES cartridge! Superb graphics and sound make 
for action-packed sprints around all 16 devastating tracks. The scoreboard shows the 
lap and how much Nitro you have left. Scope out the tracks! 

Track 


FANDANGO 



Fandango provides 
on excellent oppof 
tumty to sharpen your 
cornering skills Use 
the Land R Buttons on 
your cortroJInr to 
handle the extra- 
sharp corners Take 
the upper left comer 
fight, then blurt down 
the straight by using 
Nitral 


Track 




SIDEWINDER 



y/L 


This one s hndo 
snakeyl Sharp cor¬ 
nering, heavy-duty 
shocks, and smart use 
of Nitro will be your 
best allies Watch out 
for the annoying hay 
bales I They definitely 
slow you down This 
track is great for 
gathering extra loot 


Track 




REDOUBT-ABOUT 


A 




f fa* 

* ■ IT 




.3 da 


Track 


When negotiating 
the S curves, don t 
follow the contour of 
the Nil Cut back 
and forth over the 
fop af the hall In 
order to toke the 
turns closely Doing 
this will save 
valuable time. You l| 
need good traction 
to win an this track. 


m 


HURRICANE GULCH] 



/ * 

> V 

l _ 


V 


- I 

-r* j 

/ 

- 4 


You re faced with c 
sharp turn, but it s 
usually best to toke 
the inside shortcut 
on the left side of 
the track. Choose 
your routes wisely 
A shot af Nitro con 
come In handy when 
charging up the big 
hill to the plofeau in 
the tap right comer 



Wotch out for the 
three wclerhales of 
the top of the track. 
Use Nitro to power 
through them The big 
water pit in the mid 
section of the track 
will slow you WAY 
down if you alfRmpf 
to drive through it 
Good fires will help 
you here 


Track 



BIG DUKES 




S9B* * J 


Cl 


_ _ v?r_ _ f 


You may hove to 
battle your way 
through the tough 
crossing section of 
this track. Crossing 
trucks and the giont 
water pit will slow 
you down. H it looks 
like there may be a 
crunch coming up, use 
Nitra to boost your 
truck into the dear. 


Track 



BLASTER 


Thpre s plenty of 
chances to get 
thrashed up here! This 
frock is deceptively 
difficult It s easy to 
get slammed by an¬ 
other truck and ga the 
wrong way or go 
completely off the 
track. Once agairv 
sharp cornering will 
definitely pay off 


Track 


CLIFF HANGER 



Na cutting corners 
you must go 
oround the circular 
markers Stay tight to 
the retaining wall on 
the inside portion of 
the frock. With any 
track, it's usually best 
to go the shortest dis 
tance between cor 
ners. Cliff Hanger is a 
great example 
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Track 



WIPEOUT 


/•«** 

/ f** V. 






The central costing is dif 
ficull Watch for crossing 
trucks coming at you Use 
the high elevation of the 
upper right turn to your 
advantage by uncorking 
the Nitre and soaring over 
the wo ter ond, mom 
importantly, your rivals 
Beef up your shocks for 
this one! 



With all the wofer on 
this Ireck, it can get very 
muddy Bulk up your 
tires to handle the soggy 
terrain. (Maybe 
pontoons would be a 
better choice ) Avoid 
the big lake on the right 
by keeping it tight to the 
walll Use Nitre to get 
Out of a pock of trucks. 



VOLCANO VALLEY 


Power Up with Nitre ond 
hit the ramp ta dear the 
big bag in the lower nght 
comer or, bypass the 
romp ond take the easier 
way around It sup to you 
Yaull need super traction 
and acceleration ta 
power your wa y c ut of the 
bottom left swamp ond up 
over the wtiaops. 



PIG BOG | 

You may not feel like a pig 
when you finish this track 
off, but you may look like 
one because you II be 
covered with mud Pay 
dose attention to the num¬ 
bered comers because 
there s no relommg walls 
to guide you along Stock 
up on plenty of Nitre 
before this ane 



If your truck is powered 
up and fast with Nitre to 
spare, take the outside 
route because there's 
only four easy comers 
to deal with. The inside 
route features a monster 
hill ond a few water 
pits, but rf your driving 
skills are up to sm/f 
you II have no troubles 




The water hole in the 
upper left comer is no big 
deal, but the whopper in 
the center can be a bear if 
you get caught in its 
dutches Use the huge 
ramps and Nitre to dear 
the monster mud pit 
Nahce the smooth, 
straight open area around 
the center pit 


LEAFIN’ LIZARDS 



SHORTCUT 


Would you rather deal 
with smooth hiHs and tight 
turns or a water prt ond a 
hill full of whaop*de 
doos? If you decide to go 
for the Inside, keep ittightl 
Stay to the inside when 
going around the bottom 
nght comer and you con 
utilize the 'island* m the 
water pit. 




BOULDER HILL 


It's |ust up, then down. 
NOTI Towering columns 
of boulders block your 
path ond make this track 
the trickiest one of the 
bunch. Experiment with 
different lines until you 
find ane that work* for you 
then stick with it The 
boulders will 
cold Stone 


Afraid of a little mud? 

Racing fanatics are bound to turn cartwheels 
after playing Super Off Road. The racing 
action is fast-paced and frantic and is a great 
test of yonr driving skills. Experiment with 
strategies on the various tracks. Pay extra 
attention to cornering, as this is the most 
important skill to sharpen. GOOD LUCK!! 
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YOU MUST be THE 
MYTH (CAL MONSTER 
EXTERMINATOR 


YOUR AP 5A(P 
YOU hlEEPSP A GREAT 
«. WARRIOR 


•>OU MISSEp 
A MUMMY IN 
THE CORNER. 


YES, BUT YOU'LL 
P0. COM& ALONG 

we have a small 

MONSTER PROBLEM. 
f\ FiW LARGE 
MONSTERS TOO 
ACTUALLY. THEY 
WERE EATING THE 
•. TOURISTS 


SORRY I ^ 
THOUGHT ITWW 
YOUR WIRE 


F STOP PU.LY- > 
PALLY/NG, YOUNG 
MAN. TIME IS 
MONEY. ^ 


f CW'T BE 'Sj 
RfPlCULOUS. N 
PH PROA, HA5 
PLR&PPY BEEN 
PEAP FOR FIVE 
THOUSPHP TEARS 

mow <aeroM 

k WITH IT. ^ 


r I TOT THINK 
YHIS GUY HAS A 
V WATCH. 


MAYBE We 
CDULP TRY 
RAT POISON 
^ FIRST. 


r THEY JUST POW'T ^ 
MAKE MYTH tCAL MONSTER 
EXTERMINATORS UK£ 
THEY USEP TO. ^ ^ 


' NO ONE 
APPRECIATES 
1 HERO TH65E 

_ 


/ JUST HOP ^ 

OVER THOSE LITTLE 
FIREBALLS AMP ARROWS ^ 
THEN STRIKE PHARCA'5 BASE 
/AMR £?twr &&=rt/£ /? /H&S 3 / 

VP 90 IT MYSELF IF IT WASN’T 
FOR THIS EXCRUCIATING i 
.. SPRAINeO FINOER 


r I GUESS ^ 
ASKING FOR A 
HflNP IS OUT OF 
THe QUESTION , 
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1 BALLOON KID 1 

JeffSagd 

Marysville, WA 

Finished 

1 BATTLETOADS I 

Rnjce Lon goers 

Chica, CA 

Finished 

Gray Uoyd 

Kemersville, NC 

Finished 

Paul Gabriel sen 

Apache Junction, AZ 

Finished 

Chung Kong 

Ewa Beach, HI 

Finished 

MKhael Astete 

Si mi Valley, CA 

Finished 

Jeff Cooper 

Bend, OR 

Finished 

Eric Longdin 

Methuen, MA 

Finished 

Jared Speaker 

Pocdoo, OK 

Finished 

Jney Knopic 

Middletown, PA 

Finished 

Davrd Kirby 

Jackson, TN 

Finished 

Nicholos Shemonshy Weatherly, PA 

Finished 

Yousel Torshioni 

Largo, FL 

Finished 

Hurdytyn Woods, Jr. Chicoga, IL 

Finished 

CASTLEVANIA H: 

BELMONT’S REVENGE 

Robert Knowlton 

Concord, NH 

Finished 

1 DR. MARIO ! 

Dee dee Wheat 

Semcia, CA 

700,000 

Dahbm Cashm 

Midland, Ml 

663,900 

David Aplin 

Clio, Ml 

582,900 

Sharon Wendal 

Losantville, IN 

439,700 

Jera Coopermon 

Phoenix, AZ 

439,900 

Knren Swenson 

Baltimore, MD 

354,000 

Teri Scare! 1 

Kingsport, TN 

317,100 

Franh Cameron 

Kingston, ON 

307,500 

Valarie Brady 

Coos Bay, 09 

307,200 

Daniel Lewis 

Santo Margarita, CA 

301,100 

1 DUCK TALES 1 

flyan Lahusta 

Spruce Grove, AS 

Finished 

Bill Eisenbiso 

Sarasota, FL 

Finished 


FARIA 

1 

James White 

Johnston City, IL 

Finished 

1 G.I.JOE | 

Richie Newman & 



Chns Harris 

Chkkasha, OK 

Finished 

Saul lathbun 

Fruitport, Ml 

Finished 

9 randan Janes 

Marshall, TX 

Finished 

Kevin McCaie 

Semmalo, FL 

Finished 

Jazzman Sates 

Dallos, TX 

Finished 

Kristopher Shaub 

New Freedom, PA 

Finished 

1 THE IMMORTAL I 

Rrett Franhfin 

Mission, BC 

Finished 

Dan Talboys 

Sayne City, Ml 

Finished 

Lorry Hamden 

Edmonds, WA 

Finished 

Matt Psmas 

Pekin, IL 

Finished 

Victor Maas 

Aikai, SC 

Finished 

Marshall Marian 

Los Vegas, NV 

finished 

John Nemeth 

Seattle, WA 

Finished 


1 THE UTTLE MERMAID] 

Adam & Sarah ArkenTampa, FL 

Finished 

Amber Denny 

Winston-Salem, NC 

Finished 

Matthew Ewert 

Austin, MN 

finished 

Eric Christenson 

Portland, OR 

Finished 

Jason Pate 

Los Vegas, NV 

Finished 

Kathryn Gillette 

Albany, 09 

Finished 

Jimmy McCormick 

flunnanede, NJ 

Finished 

Eric Dunlap 

Fort Scott, KS 

Finished 

Ben|amin Olson 

Tigard, Ofl 

Finished 

Nicholas Ramiry 

Parsons, KS 

Finished 

Jahn Carroll 

Hendcreon, NV 

Finished 


Wen Laws 


North Highlands, CA Finished 


NINJA GAIDEN 


Pat flattens 


Mushegon, Mf 


Finished 



Kevin Uvesay A 


Kevin Jackman 

College Station, TX 

Flushed 

Brian Barry 

Mammae, MA 

Finished 

Ken Fmndl 

East Patch eg ue, NY 

Fmshed 

Dave Da Yulis 

Marton, PA 

Finished 

Jason Howard 

Pittsburgh, PA 

Finished 

Maurice Martinez 

Price, UT 

Finished 

William Widener 

Clovis, NM 

Finished 

David Evans 

Pittsburgh, PA 

Finished 

Dylan Corr 

Santo Cruz, CA 

Finished 

Steven Mmchau 

Wetaskiwin, AR 

Finished 

Sean Hunt 

fllchmond Hill, ON 

Finished 

Eric Romsted 

Highland Park, NJ 

Finished 

Jeff Larimer 

Fresno, CA 

Finished 



A J. & flobert Rianchlnl Pittsburgh, PA Finished 

Michael Faddis, Jr. Honey ft rook, PA Finished 
James Dumnlle Sault Ste. Mane, ON Finshed 

THE SIMPSONS: 

BART VS. THE SPACE MUTANTS 


Josh Magyery Bristol, IN Finished 

Aaron & Scott Quinn Huntington Beach, CA Finished 



Heather Haney 
flohert Converse 
David Ell 


Middletown, OH Finished 

Flonssont, MO Finished 

Cteoriake Oaks, CA Finished 


[SUPER MARIO WORLD 1 


Scott Johnson, Jr. 

Seattle, WA 

Fmishcsd 

Ryan Wood 

Portsmouth, Rl 

Finished 

Sama Cajigas 

New yaric, NY 

Finished 

David Scumon 

Vancouver, WA 

Finished 

Oilp Sbronga 

Shrewsbury, MA 

Finished 

Chrystal & Franky Dugan 

Hicksville, NY 

Finished 

Santos Uy 

Paramount, CA 

Finished 

Douglas Rawe 

North Olmsted, OH 

Finished 

Daryl Ohimota 

Hacienda Heights, CA 

Finished 

Mark Geftcas 

Sudbury, MA 

Finished 

Glyn Jacobs 

Winchester, MA 

Finished 

Ken fleed 

Eugtme, 09 

Finished 

James Foster 

Worchester, MA 

Finished 


STAR TROPICS 

flan Knight Sammela, FL Finished 

Matthew Tashey Charlottesville, VA Finished 

SUPER R-TYPE 

Michatd Palinsky Fort Salonga, NY Finished 


TEENAGE MUTANT NINJA TURTLES: 

FALL OF THE FOOT CLAN 


Jushn Bentley 


Waterford, Ml 


Finished 


TETRIS 


Scott Anderson 
Keith Sheaffer 
Alan George 
John Stahkr 
Josh Warren 


Windsor, ON 
Fort Callins, CO 
Mahawoo, HI 
Orange, CA 


999,999 

547,584 

425,100 

413,645 


Huntington Beach, CA 400,970 



Robert Hilano 
Mark Richet 


Vollejo, CA 
Bellevue, WA 


458,751 

435,990 


THE UNINVITED 


Betty Zalud 

Northridge, CA 

Finished 

Howie & Dustin Titxel 

5augus, CA 

Finished 

David Popoff 

Regina, SK 

Finished 

Chris Cannon 

Bedford, IN 

Finished 

Brendan Ward 

9rointree, MA 

Finished 

Vicky Gentry 

Covina, CA 

Finished 

Chns Ndang 

Lexington, NC 

Finished 

Jeon 5meh 

Freehcdd, NJ 

Finished 

Matt Mormon 

Arlington, TX 

Finished 

Jeff flruher 

Woodstock, IL 

Finished 

ITHE UNTOUCHABLESl 

Dan Chapa 

Lohewood, CO 

Finished 

Eric Spaulding 

Samsey, NJ 

Finished 


Join the league of Power Ployers by 
- it.. phQfoj 0 f your high scores to: 


Nintendo Power Players 

P,0, Box 97033 # 

Redmond, WA 98073-9733 
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ITS A BATTLETQADS BWWOUH 



Grand Prize Package 


A TRIP TO 


Hdwfcl ly 


m C°°) && 


SI 





Jj 


a 





si 


a 






V 





isit the offices 
of the company 
that created \ 
the 'Toads! 



LTD 


IN 



Give them 

your ideas for the 


feet the designers 
behind the 




Super NES version 
hit/ of Battletoads! 



L 
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Second Prize: 

10 Winners 

Tradewest BATTLETOADS 

Power Packages 

INCLUDING: 

—A Battletoads game 

for your NES 
—4 Battletoads game 
for your Game Boy 
—A Tradewest custom 


Battletoads sweatshirt 

Third Prize: 50 Winners 
Nintendo Power Jerseys 

Show your Team Power spirit 
by sporting the hottest jersey around. 

Nintendo Power jerseys are happening! 


El y (a) a HO 


Ei y a y a y mi ill i) iu 


OFFICIAL CONTEST RULES (No Purchase Necessary; 


To enter, either fill out the Player's Poll response 
card or print your name, address and telephone 
number on a plain 3” x 5* piece of paper. Mail 
your entry to this address: 


NINTENDO POWER PLAYER’S POLL 
P.O. BOX 97062 
Redmond, WA 98073-9762 


One entry per person, please. All 
entries must be postmarked no later 
than February 15, 1992. We are not 
responsible for lost, stolen or misdi¬ 
rected maiL On or about February 15, 
1992, winners will be randomly drawn 
from among all eligible entries. By 
accepting their prizes, winners con¬ 
sent to the use of their names, photo¬ 
graphs, or other likenesses for the pur¬ 
pose of advertisements or promotions 
on behalf erf" ^Nintendo Power” 
magazine or Nintendo of America 
Inc, without further compensation. 
Prizes are limited to one per house¬ 
hold. Chances of winning are deter¬ 


mined by the total number of 
entries received. The ratio of prizes 
to entry cards distributed is 
1;1350$00. No substitution of 
prizes is permitted. All prizes will be 
awarded. To receive a list of winners, 
which will be available after Febru¬ 
ary 30, 1992, send your request to 
the address provided above. 
GRAND PRIZE TRIP: Nintendo 
will arrange air travel and accommo¬ 
dations in England for the Grand 
Prize winner and three guests. If 
under 18, the winner must be 
accompanied by a parent or legal 
guardian. The winner must also pro¬ 


vide written release to Nintendo of 
America Inc Estimated value of the 
grand prize is $5,000. Exact date of 
the spraal 7-day trip is subject to 
final determination by Nintendo of 
America Inc and to accommodation 
and airfare availability. Some restric¬ 
tions apply. 

This contest is not open to em¬ 
ployees of Nintendo of America 
Inc, their affiliates, agencies, or im¬ 
mediate families. Void in Canada 
and elsewhere where prohibited by 
law. This contest is subject to all fed¬ 
eral, state, and local laws and regula¬ 
tions. 
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TWO GUYS' OPINIONS ON 

We’ve invited a couple of experienced game players at Nin¬ 
tendo HQ to share their opinions on some of the latest 
releases. Rob and George start off by talking about their per¬ 
sonal favorites of the games that are reviewed in this issue. 



I think Super Casdcvania IV is a blast. The 
graphics are great and I really like the way the 
to the action, 
part where 


music adds 
There’s one 
you’re swinging from chan¬ 
delier to chandelier and you 
literally feel like you’re in the 
air. I’m kmd of scared of 
heights to begin with and it 
felt like I was on the verge of 
falling. It’s definitely one of 
the top Super NES games 
that I’ve played. 


.i i IWh 
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Roh $ personal Power Meter for Super 
CosStevomo JZ. 4.0 4 0 4 5 4 5 


GEORGE |?‘ hcs T s 

are fea¬ 
tured in this issue, I’d say that 
Mega Man 4 is my favorite. 
I’ve played all of the games in 
the senes and this one is the 
biggest and best. I like the 
massive robots in the middle 
of the stages and the fact that 
you can find gadgets in hid- 



Gearge's personal Pewer Meter for 
Mega Man 4-40 40 40 4.5 


den areas. Let’s talk about a 
few of the other new games 

that didn’t make the feature pages. I was really surprised to 
see a Blues Brothers game. It’s been years since the movie 
and their last record. 




ROB 


J Yeah, I was surprised by that too. I thought 
that it was funny that the characters had a 


kind of Laurel and Hardy look. Jake is the sort of pudgy and 
Elwood is tall and gangly 


THE LATEST RELEASES 


Though they seem to have the same abilities. 
What I thought was strange was that in a two- 
player game, the action always follows Jake ... 

Yeah. If you’re Elwood and you lag behind or 
get ahead, you’ll have no idea where you’re at 
Timing the jumps also gets complicated, especially in a two- 
player game, because you have to wait for the other player to 
jump before you can. 

What did you think of the story? 


I’m not even sure what it is. The first stage is 
called "Stairway to Heaven”. What is their 
goal? Why are they trying to get to heaven? Are they trying to 
get there to meet old rock and roll stars? Was there a death m 
the family? Are they spiritualists? We don’t know, 

sn’t seem to have a lot to do with the 
Brothers, though the music is alright. 


GEORGE 


It dot 
Blues 


GEORGE 

ROB 





Personal Power Meter*for BluesBioitar*. Rob 3 5 2-5 3-5 3*0 George* 3 53 03.0 2.5 


ROB 


I thought the music to Cowboy Kid was also 
very memorable and catchy. 


GEORGE 


Really? I don’t remeber it at all. I found it to be 
a pretty average running and jumping game 
with a wild west theme ... 


100 NINTENDO POWER 































... it’s a little bit like an Adventure of Link in 
the west in the sense that you have to go inside 
these various houses and ask people for dues, though it 
didn’t have any of the high drama. 




Personal Power Meters for Cowboy Kid. Rob 35303030 Georg* 25 30 35 3.0 



senes. Only, in this game, you can choose from several 
missions. 


This one is interesting. It’s neat seeing the 
horizon twist around in front of you. It sort of 
feels like the plane is stationary and everything is moving 
beneath you, although I haven’t really perfected accurate fly¬ 
ing to the point where I can turn and fire. It’s really sort of hit 
or miss for me. 



. . Like shaking the ground with his hammer 
or swinging it in a arde to hit all of the ene¬ 
mies around him. 




Personal Power Meiers for Hommenn Harry Rob 30 30 3 5 3.5 George 30 


353535 



Next, we have UEmpereur. 


1 1’m not at all of fan of war simulation games. 
This one takes place more recently than the 
Feudal China games, following the battles of Napoleon. Other 
than the setting, it doesn’t seem to be much different from 
Romance of the Three Kingdoms or Nobunaga’s Ambition. 
You’re buying food. You’re selling food You’re training fighters. 
For me, if you’ve seen one, you've seen them all. 


I didn’t get any sensation of flight or motion 
while playing the game and I felt that my 
plane was being pulled along on the mission. Your only deci¬ 
sion is whether to fire or not 




Peoond Power Mete** for F-15 Strike Eagle. Rob 3.0 3 5 3.0 George 30 
30 30 3.5 


Hammerin’ Harry takes place on a construc- 

_tion site. Harry has to fight the likes of Rusty 

Nail and his gang, taking his hammer and riveting justice 




Simply from a historical standpoint, I think 
it’s cool to go back to the Napoleonic era and 
see how he lived and built his empire. I do know something 
of the history of the time and the game was accurate as far as I 
could tell. There’s a lot of prep work involved in playing this 
game because you have so many options available to you. You 
can invest in gram futures, send ambassadors around, give a 
good speech to raise the spirits of your troops. It’s really very 
involved. 



Personal Power Muter* for L Emperor Rob 4.0 25 4 0 3-5 George 3.0 2.5 3-5 3-0 


GEORGE 


J Let’s take a look at Game Boy releases. A- 
Mazing Tater is a puzzle game that is a lot like 


Kwirk, only this time, wc have a piece-pushing potato, instead 
nf mnl tomato character. 


While I understand that the game is by no 
means a realistic look at the life of a construc¬ 
tion worker, I can’t figure out why Harry is this cartoonish 
ninja, fighting characters on pogo sticks with a hammer as 
big as he is. 



dad |I thought from the name that Harry might 
end up being a brute. But he ended up being 
this Pilsbury Dough Boy with an attitude. The big hammer is 
cool and Harry has some good moves ... 


I like games 
like this. They 
take some figuring out but 
they’re not too difficult It has 
a practice mode so that you 
can try out the puzzles before 
you really begin so that you 
aren’t going into it completely 
cold. 




Personal Power Meiers tor A Mazing 
loier Rob 30 3 5 40 35 Georg. 30 
35 30 35. 
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Another game featuring fruits and vegetables 
with a life of their own is Attack of the Killer 
Tomatoes You control a kid who’s trying to keep your town 
from being overrun by sinister tomatoes. Pm not a fan of the 
movie or animated senes, so I didn’t really think that it 
offered anything new over other running and jumping 
games. 

No, it didn’t. But if you like Attack of the Kil¬ 
ler Tomatoes, it’s pretty cool. The idea that 
you have evil vegetables is fun and it’s fun to run around and 
squash them. Plus, the kid can use a skateboard for extra 
speed and bounce off branches for height That’s cool. 





Personal Power Meters lor Attack ol the Killer Tom o toes. Rob 303035 30 
George 2 5 30 25 30 


Taking a look at Super NES releases, D-Force 
is our first title. The W D” must stand for “deri¬ 
vative”. This game offers nothing new to the several military 
combat games that are already out there. It’s an overhead view 
helicopter battle with vertical scrolling, that plays like a 
bunch of games made for the NES. 



The only thmg that this game has over the 
overhead shooting games available for the 
NES is the Super NES graphics. I like the detail of the back¬ 
grounds and the opening scene where your ’copter takes off 
from an aircraft carrier. There are some interesting Power- 
Ups that you can pick up for extra firepower and I found the 
game to be pretty challenging. 



»c 





X 


o - « 

* ^ 

Personal Power Met*? far D4=orte Rob 3530303.0 George 35302530. 


GEORGE 


Speaking of good graphics, I think that John 

_ Madden Football has great detail and a good 

view of the action. It is, though, a little difficult to get used to 
the play control. 


He doesn’t show up very often, but he does 
tell you about team strengths at the beginning 
of the game and he gives you a few pointers. I did think that 
some of the plays were about as easy to understand as the 
chalk drawings that Madden makes during TV broadcasts. 




Personal Power Meter* for John Madden Football Rob 35303540 George 
40303535. 


Another two-player sports game, Nolan 
Ryan’s Baseball is on its way. It seems that 
smee it’s Super NES, it should take advantage of the Super 
NES graphics by showing some real detail in the players and 
real detail m the field and I don’t find that to be the case at all. 
In fact, the players are puny. If it was Nolan Ryan’s Little 
League Baseball, I guess that would be OK, but it’s not. 



RFflRRF I ^ rea l lstlc picture of Nolan Ryan appears on 
— the tide screen, but the rest of the graphics arc 
of smaller, younger looking characters. There are some good 
things about this game. I find it very easy to hit the ball, 
whereas m some Baseball games, hitting is next to impossible. 


And when you’re on 
defense, your fielders can 
throw quickly. 

Next up is Pit Fighter 
which uses digitized gra¬ 
phics of actual people. I 
found this one extremely 
difficult to control. 


ROB 1 111 my °P 1_ 

nion, it 
doesn’t matter if it uses new 
technology or not The 
question is “is the game 
fun?*' and I think the answer 
m this case is “no”. It really 
pales in comparison to the 
clean graphics and good 
control of Final Fight 



Personal Power Meiers for Nolon Ryan s 
Baseball Rob 30303030 George 
40 40 2.5 3 5. 



Personal Power Meters foe Pit Fighter 
Rob 2 5 20 20 25 George 2.5 20 
20 25 



Yeah. Some of the commands were confusing. 
For instance, if you’re on offense, you can 
choose from options called “Hands” or “Fast”. They don’t 
make a lot of sense unless you pour over the manual. I think 
once you understand all of the plays, you could get good at it. 
Also, I don’t really remember seeing John Madden very 
much in the game. 



The opinions of Rob and George 
do not reflect the opinions of 
Nintendo Power Magazine or 
Nintendo of America Inc. 

I - 
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YOUR GUIDE TO THE LATEST RELEASES 


NES TITLE 

COMPANY 

PLAY 

INFO 

POWER METER RATINGS 

G P C T 

GAME TYPE 

Blues Brothers 

Titus 

2P-S 

3.6 

2.9 

2.8 

3.2 

Comic Action 

Cowboy Kid 

Romstor 

2P-S 

2.9 

2.9 

2.7 

2.8 

Western Action 

Dragon Fighter 

Sofel 

IP 

3.1 

3.1 

2.9 

3.1 

Hero Quest 

F-1S Strike Eagle 

Microprose 

IP 

3.2 

2.9 

3.1 

3.3 

Combat Action 

Ghoul School 

Electro Broin 

IP 

2.8 

2.8 

2.9 

3.0 

Comic Action 

Gun Nac 

Nexoft 

IP 

2.8 1 

2.8 

2.9 

3.0 

Sci-Fi Action 

Hammerin’ Harry 

Irem 

IP 

3.1 

3.2 

3.0 

2.9 

Comic Action 

Hudson Hawk 

Sony Imogesoft 

IP 

3.1 

2.8 

2.9 

3.1 

Comic Action 

L’Empereur 

Koei ' 

1P/BATT 

3.2 

2.S 

3.4 

3.6 

War Simulation 

Mega Man ]£ 

Copcom 

IP/PASS 

4.0 

3.9 

4.0 

3.9 

Comic Action 

Monster In My Packet 

Konami ; 

2P-S 

3.3 

3.4 

3.4 

3.6 

Comic Action 

Tecma Super Bawl 

Tecmo 

2P-S/BATT 

3.4 

3.4 

3.8 

3.6 

Football 

Uncharted Waters 

Koei 

IP 

3.1 

2.S 

3.2; 

3.4 

Role Playinq 


GAME BOY TITLE COMPANY rawfR meter ratings game type 


Amazing Tater 

Atius 

2P-S/PASS 

2.7 

3.3 

3.1 

2.9 

Puzzle Action 

Attack af the Killer Tamataes 

THQ 

IP 

3.1 

3.2 

3.0 

3.1 

Comic Action 

Beetlejuice 

LJN 

IP 

2.9 

2.6 

2.6 

2.9 

Comic Action 

Double Dribble 5 On S 

Konomi 

2P-S 

3.3 

2.4 

2.7 

3.2 

Bosketbail 

Fastest Lap 

MTB 

2P-S 

2.9 

3.1 

2.9 

3.1 

Driving 

Prince af Persia 

Virgin Gomes 

1 P/PASS 

3.7 

3.2 

3.6 

3.8 

Game Type 

Teenage Mutant Ninja turtles: 

Back From The Sewers 

Konami 

IP 

4.4 

4.0 

3.7 

3.8 

Comic Action 

Terminator 2: Judgement Day 

UN . 

IP 

r 3.6 

3.3 

3.3 

3.S 

Sci-Fi Action 


SUPER NES TITLE 

COMPANY 1 

PLAY 

INFO 

POWER MET 

G r 

£R RATIN6S 

C T 

GAME TYPE 

D-Farce 

Asmik 

- _ | 

IP 

3.2 

3.S 

2.9 

2.7 Combat Action 

John Madden Faatball 

Electronic Arts 

2P-S 

3.6 

2.7 

3.6 

3.6 

Football 

Nalan Ryan’s Baseball 

Romstar 

2P-S 

3.2 

3.3 1 

3.0 

2.5 

Boseball 

Pit Fighter 

THQ 

2P-S 

2.8 

2.3 

i 

2.4 

2.3 

Fighting 

Super Castlevania Iff 

Konami 

IP/PASS 

4.6 j 

4.2 

4.3 

4.4 

Hera Quest 

Super Off Raad 

Trodewest 

2P-S 

3.2 j 

2.S 

2.8 

3.2 

Driving 

Trut Galt Classics 

Waialae Country Club 

T & E Soft 

2P-A/BATT 

3.8 

3.4 

3.7 

3.6 

Golf 


CHART KEY 


You can get the most out of our game 
chart by knowing about the catego¬ 
ries. Title, Company and Game Type 
are self-explanatory. Use this Key to 
understand Play Info and the valuable 
Power Meter ratings. 


-PLAY INFO- 

Games are made to be played with one 
to four players. Some also employ a bat¬ 
tery or password to save game play data. 

IP = ONE PLAYER 
ope = TWO PLAYERS 

J SIMULTANEOUS 

PASS = PASSWORD 
BATE = BATTERY 


-POWER METER - 

The Pros at Nintendo HQ rate each 
new game. Ratings are from 1 (poor) to 
5 (excellent) in four areas. 

G = GRAPHICS AND SOUND 
P = PLAY CONTROL 
C = CHALLENGE 
T = THEME AND FUN 
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1992 



The Top 30 has been increased to 60, by letting you in on the Top 20 games for all three 
Nintendo game systems. The Mario Bros, rule in every category. There’s just no keeping 
a good plumber down! 




SUPER MARIO BROS. 3 



On they ever be stopped 7 We 
can't see it happening in the 
near future Bowser is stil on 
the 'oose 1 



BATTLETOADS 



Zitz Pimple, and Rash leap up 
two spots this month Will they 
be Super Mano 3 spoilers 7 


a ,486 | 

DINTS 


THE LEGEND OF ZELDA 



Zelda bounces back in a big 
way* This is by far the 
quintessential adventure game 


40 months) 



4,938 

POINTS 


THE ARCADE 
CAME 



TMNT n: 


Look out, Shredder, the 
Turtles have stocked up 
on pizza and are after you 
again 



4,812 

POINTS 


DR. MARIO 

A deluge of vitamin cap 
sules is the best cure the 
good Dr can presen be 


[8 

Ci 


4,349 

POINTS 


POINTS 


3,186 

POINTS 


MEGA MAN El 
fINAL FANTASY 
BATMAN 
MEM 


10 ,8$ SUPER MARIO BROS. 2 


11 S THE SIMPSON’S: 
12 gg; CRYSTALIS 


MRTVS.THE SPACE 

mm 


2,857 


TETRIS 


[13 raiNTS 

114 points] CASTLEVANIA I:onACim curse 

15 DRAGON WARRIOR I 

m POINTS TECMO BOWL 

17 j^rej ZELDA I: theadve^rire of lick 

vmm MEGA MAN E 

19 POINTS ! BASES LOADED I 

(26 


&S MEGA MAN 
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SUPER MARIO WORLD 



CASTLEVflNIftj 


Mario and Luigi battle with 
Bowser again in the greatest 
Mano Bros game ever Don’t 
forget Yoshi 1 


7 


g 3,614 


POINTS 


9 £& 





F-ZERO 


10 2 5/8 


POINTS 



Race against Captain Falcon, Dr 
Stewart, Pico, or Samurai 
Goroh in a futuristic hovercraft 
race. 


SIMCITY 


THE LEGEND OF ZELDA:S 
SUPER R-IYPE 

RNAL FANTASY I 
PILOTWINGS 
U.N. SQUADRON 
GRADIUSI 

13 pLwrs J NOLAN RYAN’S BASEBALL 

SUPER BASES LOADED 


1<1 2,399 


POINTS 


12 poInts 


14 POINTS 



The Sim Citizens are counting 
on you to be an outstanding 
mayor Where are you going to 
buhd your house 7 



FINAL FIGHT 

Cody and Haggar must 
dean up the crimc-nddcn 
streets of Metro City and 
rescue Jessica! 


5,026 

POINTS 


ACTRAISER 

Swing your way to great¬ 
ness ActRaiser has two 
exciting modes of play 


15 S HAL’S HOLE-IN-ONE GOLF 

16 £$ J POPULOUS 

97 

BILLLAIHEER’SiS. 

IQ &66 

1 10 POINTS 

SUPER GHOULS 'N GHOSTS 

(Q 766 

1 IU POINTS 

1UE CHESSMASTER 

'20 po 7 Pn 6 ts 

DRAKKHEN 




GAMI 


43* 


SUPER MARIO LAND 


6 3 648 

POIf 


NTS 


■ ■■C9 T I #f ■ 




tLin I 

METROID Q: 


Gamers everywhere are hop¬ 
ping in the Sky Pop and cruising 
around Super Mano Land 


7 


3,041 

POINTS J 


8 2,998 

POINTS 


g 2,962 


POINTS 





THE RETURN 
OF SAMUS 

Samus Aran debuts on the 
Game Boy ^op 20 with a truly 
exciting adventure* 


10 2 564 


POINTS 


2,329 


POINTS 


lO 2,298 

points 



13 rOINTS 


14 points 


SUPER RX. PRO-AM 
F-l RACE 

C ASTLEVANIA: the adventure 
BATTLETOADS 
FINAL FANTASY LEGEND 
RNAL FANTASY ADVENTURE 
OPERATION C 
FACEBALL 2000 
BATMAN 


The Dr is in 1 He's making a 
house call to obliterate the 
viruses which have invaded your 
Game Boy 


1C 1.648 

ID points 


16 


1,606 j 

POINTS J 


17 p'6 5U 


INTS 


TMNTH J 


FALL OF 
THE FOOT CLAN 

The Foot Clan must fall 
and Don, Mike, Raph, and 
Leo are just the Turtles to 
make it happen 1 


4,938 

POINTS 



IN DR wurs 
REVENGE 

The arm cannon is ener¬ 
gized and Mega Man is at 
your disposal for Wi!y- 
Boshing 


CASTLEVANIAI : BELMONTS REVENGE 

THE HUNT FOR RED OCTOBER 
KID ICARUS 
18m i ALTERED SPACE 

19 FOUN TS FINAL FANTASY ADVENTURE 1 

SPIDERMAN 


on i-266 

£\3 POINTS 
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BriajV®-Si* ers 


WHAT ARE YOUR FAVORITE 

NES GAMES? 



TMNT11: The Arcade Game 

The Legend of Ze, f* 
The Adventure of Link 

Baseball Stars 

Metal Storm 


Josh'S,amett 

Lexi7T^»%</ 



Super Mario Bros. 3 
Super Mario Bros. 2 
Super Mario Bros. 

Me ga Man If 

Robin Hood: Prince of Thieves 


KriJMA(icl< 

Peach treelS'i^Ss.Q.A 



The Simpson’s: Bart vs. 

the Space Mutants 
Bases Loaded If 
Mega Man IE 
Super Mario Bros. 3 
Baseball Stars 






HAVE YOU EVER WANTED TO 
SEE YOUR PHOTO IN NINTENDO 
POWER MAGAZINE 

Here’s another great rea¬ 
son to send in your 
Player’s Poll card* Every 
month we will randomly 
draw Player’s Poll entries 
from the returned cards 
and feature those people 
on this page Well contact 
the players and ask them 
to send in a photo. You 
may see someone you rec¬ 
ognize in the spotlight 


Catf $Shen 

Plano? 



Super Mario Bros 3 

Nmja Gaiden Iff 
Crystals 


Chri#Mtg s 

Rancho PaTos^'"' - CA 



The Legend of Zelda 
Dragon Warrior U 
TMNT U: The Arcade Game 
Super Mario Bros. 3 
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BILL LAIMBEER 


Bill Laimbcer, center for the Detroit 
Pistons and star of Bill Laimbccr s 
Combat Basketball from Hudson Soft 
may have a reputation for being tough 
as nails on the court but, in person, he’s 
a nice guy. We caught up with Bill on 
the set of the TV commercial for this 
Super NES sports game. 



Bi l Loimbeer poses m futuristic costume dunng the 
aiming of the commerciol for Bill Loimbeer's 
Combat Basketball for the the Supe-r NES 


Nintendo Powers What do you like 
most about Bill Laimbeer’s Combat 
Basketball? 

Bills I think that some basketball 
games arc hard to control but this one 
is very easy to pick up and play. If you 
want to pass to someone, you just face 
them and toss the ball. Shooring is also 
easy. The game plays off of my image 
of being a physical player in a tongue 
and cheek manner. I think it fits me to 
aT. 

NP: What other games do you play? 
Bill: I’ve played the Golf game a lot. 
My best score is 22 under par. 

NP: Do you have any special strate¬ 
gies? 

Bill: The best thing to do Is play the 
course the way that ir was designed. 
Don’t try anything fancy or you might 
make a mistake. 

NP: How tall are you? 

Bill: I’m 6 feet, 11 inches and 270 
pounds. 

NP: How high can you jump? 

Bill: Not very high. 

NP: What are your greatest strengths 
as a player? 


PlcufeZ P-udile. 


Bill: I'm an excellent outside shooter 
which surprises a lor of people. 

NP: In the commercial for Bill 
Laimbeer’s Combat Basketball, you 
wear a special suir What’s it like? 

Bill: It’s designed ro look like some¬ 
thing that someone would wear in the 
future, kind of a mix between a foot¬ 
ball uniform and a medieval suit of 
armor. 

NP: Have you done commercials 
before? 

Bill: Yes, a few. 

NP: Are you a natural actor? 

Bill: Some people say that Fm an actor 
on the court! Actually, I have had pro¬ 
fessional acting experience. Years ago l 
was in a Sid and Marty Krofft produc¬ 
tion called “Land of the Lost”. I wore a 
big Iizatd costume. It was a pretty 
good job for a 17 year old. 

NP: If you weren't a basketball player, 
would you play a different sport? 


Bill: I’d play golf. I had a three handi¬ 
cap for a long time and I finally 
brought it down to zero. That was a 
lot of work. And it would take just as 
much work to go from a zero handicap 
to a professional level. 

NP: You have a celebrity golf tourna¬ 
ment every year Who shows up? 

Bill: A lot of local celebrities play and 
some of my teammates too. It’s for 
Muscular Dystrophy We’ve earned as 
much as $100,000 for the cause some 
years. This year we took in about 
$60,000. 

NP: Arc there any possibilities for a 
Bill Laimbcer Combat Golf game? 

Bill: Combat golf? No. I think rhat 
goes against the nature of the game. 
When I’m golfing with my friends and 
one of us says something while some¬ 
one else is trying to tee off or make a 
tough putt, I guess that’s as close as I 
would get ro combar golf. 
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WHAT'S NEW 

IN THE NINTENDO 
UNIVERSE, NOW 
AND IN THE FUTURE 





i 


* 


i Contra Force 



Konami’s controversial¬ 
ly named Contra series 
returns for more hard-hitting and 
shooting action in Contra Force, which 
should be out within a few months 
Once again you are on a mission of 
Earth-shattering consequences, but this 
time there arc four tough hombres 
ready to tackle the bad guys. Each of the 
four specialists is a master of certain 
types of weapons. For instance, Burns 
can hurl a grenade like a major league 
pitcher throws a fast ball! You get to 
choose your own man and, if you*re 
playing the two-player option, your 
partner will pick his favorite charac¬ 
ter ... then it’s off to the wharfs 
The second big change Contra fans 
are sure to notice (we sure did) is the 
look of the characters In the earlier 
NES hit games, the Contra Comman¬ 
dos looked tall and well-defined. The 
new Contra look of the *90s, however, ts 



shorter, squatter, and less defined. This 
Pak Watcher thought the characters in 
the previous games looked more realis¬ 
tic, but the option to choose the right 
character for a specific area is a big 
advantage in Contra Force As you can 
see from these screen shots, both the 
backgrounds and moving characters are 
big, bold, and well conceived. The 
action is non stop, just as you’d expect 
from a Konami game, and the control is 
good, even though one touch from an 


KONAMI 


enemy will lay your man out flat, just 
like in the good old days. 

The Contra Crowd has even more 
good news ahead with the announce¬ 
ment by Konami of a Super NES title 
based on the NES series. Contra IV, 
which might be released as early as 
springtime, will have seven levels of 
guts-and-glory action in beautiful Super 
NES graphics. We Ve heard that the pro¬ 
grammers are packing this Pak with lots 
of special Mode 7 effects like rotation 
and scaling. If it’s anything like Super 
Castievania IV, we’re in for a game-play- 
mg gourmet s feast of fun. 

We’re also looking forward to our 
first look at TMNT IV for the Super 
NES, which should be shown this 
month at the Winter CES in Las Vegas. 
Pak Watch will be on site to bring you 
back all the news from Konami and 
other licensee companies. 
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Darkwing Duck 


CAPCOM 


What goes flap in the 
night, wears a purple 
cape, drives a souped up cycle and fears 
nothing except not making the II 
o’clock news? You guessed it. Darkwing 
Duck! It’s time to get dangerous with 
Darkwing Duck. Capcom’s Disney 
connection comes through again, this 
time with the quackiest super hero of 
them all -Drake Milliard, a suburban 


dad by day, but by night a dynamic 
duck who dukes it up with the dastardly 
denizens of St. Canard while shame¬ 
lessly seeking fame and fortune In the 
action oriented NES game based on the 
Disney cartoon series, the aiptd preten¬ 
der will battle evil using dexterity and 
nifty gadgets... so says Capcom. As 
fans of the Disney series, we were excit¬ 
ed to hear about this game. All weVe 


seen so far is what we’re showing here 
Capcom hopes to have Dark wing Duck 
in the stores by this summer. We’ll be 
waiting 

Other NES games said to be m the 
works at the Big C include Gargoyle’s 
Quest, and Barcelona *92, which should 
include events from the upcoming 
Summer Olympic Games in sunny 
Spain 




Stanley and the ri .... 

Search for Dr. Livingston ELECTROBRAIN 


Dr. Livingston, m pre¬ 
sume, is the same in¬ 
trepid explorer who became famous 
because a guy named Stanley recog¬ 
nized him. Now wc know that those 
Victorian voyagers were really prepar¬ 
ing the way for a NES game from Elec¬ 
trobrain. The action takes place m the 
Congo region of the 1890s Along with 
a taste of history, Stanley encounters 
hostile natives and dangerous jungle 
beasts, collects weapons and searches an 
expansive world. The jungle graphics 
might make you think it should have 
been called Cart of Darkness, but the 
game is still in development, and the 
future for this team might be bright 
For Game Boy wc looked at Mouse¬ 
trap Hotel, which has great graphics 



and animation, and a cool mouse 
named Maxic who just wants to get 
home without becoming Swiss cheese. 
High Stakes puts a twist on gambling 
games by including a plot—you're out 
to break the house and put mobsters 
out of business. Ghoul School is a repe¬ 
titious action game that takes place in a 



school inhabited by aliens. So what else 
is new? The biggest news is that Electro¬ 
brain plans on bringing Raiden to the 
Super NES This hot action game is 
already a hit for the Super Farm com 
and other systems. We hope to have 
more on tins one next month. 
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The Rocketeer 


IGS successfully landed 
one of the hottest li- 


such as planes and the Rocketeer hsm- 


censes around in The Rocketeer, and 
then they did something remarkable 
with it. If the graphics m this game look 
about as real as the view out your win¬ 
dow, its because they are. The Super 
NES game, due out in March, uses digi¬ 
tized pictures of movie frames and 
comic book art by Dave Stevens, who 
created The Rocketeer. The results are 
spectacular. Not only are the back¬ 
grounds digitized, so are the characters 



self. The story, which is relayed through 
beautifully reproduced comic frames, 
closely follows the original Rocketeer 
storyline that was used in the Disney 
movie. If this is a glimpse at what future 
games might look like, we can’t wait to 
see more. 

The game play is much less involving 
than the graphics, which is a bit disap¬ 
pointing. You get to fly planes and jet- 
packs and fight it out with bad guys be¬ 
tween story frames. The shooting 





scenes are the 
most challeng¬ 
ing in the 
game, far more 
than the flying 
sequences IGS 
acknowledges 

that The Rocketeer isn’t aimed at hard¬ 
core action gamers, who will find it too 
easy It is a game tor less skilled players 
who are interested in a terrific story, 
simple game play and superb graphics. 






FI ROC 


SETA 


For those of us who feel 
the need for speed, the 
desire to strap on a helmet and wedge 
ourselves behind the wheel of a For¬ 
mula 1 racer has long seemed doomed 
to the realm of fantasies. Thanks to 
Seta, that dream may come a little closer 
to reality when FI Race of Champions 
for the Super NES is released this spr¬ 
ing. The promise of this game is terrific, 
but we’ve only had a sneak peck. 

Here’s what we’ve learned so far 
First, this is a giant We’re talking & 
Megs' Seta has packed everything into 
this Pak except the smiling face of a 


winning FI champion. One major fea¬ 
ture is “scaled cornering”, which should 
result m realistic views and control 
through the curves. Another measure 
of realism was included with the semi¬ 
automatic shifting feature Although 
this adds to the complexity of control¬ 
ling your car, racing fans will eat it up as 
another step closer to the real thing. 

The game play is based on an FI cir¬ 
cuit. Prize money is paid out according 
to finishing positions after each of the 
16 races. You then sink that money into 
needed improvements to your car and 
head on to the next race. Pole positions 
are determined by qualifying laps and 


there arc seven racing teams to chal¬ 
lenge you and your crew. Even the 
frenzy of a pit stop to the checkered 
FI ROC has all the features of'the 
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roSw Xardion 



The legend of Xardion 
comes from the depths 
of space. Three cyborgs, each equipped 
with devastating powers, are sent to the 
home world of alien invaders where 
they must eliminate the aliens’ power. 
The legend suggests that the three 
mighty cyborgs will transmute into a 
single, awesome man-machine. But first 
they must conquer the aliens on their 
three, heavily defended home worlds. 
The detail of the story is one of the ele¬ 
ments that sets Xardion for the Super 



NES apart from other space/robot/ 
action games. Asmik is even planning a 
novehzation of the story, which will 
lead to the inevitable comparisons of 
which was better, the video game or the 
book. 

We can’t answer that question yet. 
We haven’t read the book and the devel¬ 
opmental version of the game was only 
30 percent complete. What we did 

see, however, had 
some real poten¬ 
tial. The variety 
of stages, back¬ 
grounds and ali¬ 
ens was impres¬ 
sive, as was the game music. Other fea¬ 
tures include the option to switch 
Cyborgs and weapons, a save feature, 
and a text storyline that appears at 
appropriate moments to fill you in and 
give you clues. Also coming from 
Asmik is a NES game based on Jack and 
the Bean Stalk. Could be a giant. We’ll 
see. 



ASMIK 







Ultima 


One of the most excit¬ 
ing aspects of the Super 
NES is its ability to support the best 
games from the PC world. FCI has 
taken full advantage of that in its plans 
to adapt Ultima VI. The False Prophet 
to the Super NES Although the Super 
NES version is still very much in the 
planning stages, the story will be very 
close to the existing PC game of the 
same name shown here. 

In Ultima VI the world of Britannia 
has been shaken by earthquakes and 
the coming of gargoyles from the 
underworld. Once again you are the 
Avatar, but a disturbing turn reveals 


that you may also be a false prophet and 
therefore subject to sacrifice! If plot is 
what you want, plot is what you get, and 
we don’t want to give it away. What we 
can say is that Ultima VI will certainly 
take advantage of the Super NES to 
convey a great story with sharp, over¬ 
head view images, lots of mysteries, 
clues, battles, twists and turns. What 
more is there? 

Well, if you’re FCI, there is quite a bit 
more. First off, the NES version of 
AD&D Pool of Radiance shown here 
on the right is on its way to your 
Nintendo dealer, probably by next 
month. This is one of the classic AD&D 


adventures, 
featuring 3D 
movement 
over a large 
world, mul¬ 
tiple member 
parties and lots 
of mystery. Their quest begins m Phlan, a 
city beside the Moonsca Warnors of 
Destiny, another Ultima game, has been 
delayed and probably won’t come out 
until this spring. Runes of Virtue, an awe¬ 
some Game Boy game that we covered in 
Nmtcndo Power a year ago, should finally 
get off the boat this winter. 
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Star Trek 


ULTRA 


Stir Trek has been fly¬ 
ing high recently, what 
with a new movie and the 25 th Anni¬ 
versary. Now r the Enterprise and her 
crew are about to make their first 
appearance on Game Boy thanks to 
Ultra and the designers at Interplay. 
This time it's a shooting challenge be¬ 
tween the Enterprise and her KJingon 
Empire enemies The Klingons, having 
stolen a super weapon from the Federa¬ 
tion, are determined to keep it, even if it 
means they can’t use it You must find 



the 12 pieces of the Disruptor that have 
been hidden by the Klingons and put 
them together in order to save Federa¬ 





tion planets. During battles you can 
switch power between Shields, Phasers, 
and Impulse Drive. You also have a 
limited number of Photon Torpedoes. 
This Pak Watcher had to be beamed 
back to reality after a session with this 
game, which boldly goes everywhere it 
should go. 

Konami/Ultra have some other 
Game Boy titles in the works, including 
l op Gun, Tiny Toons and Ultra Golf 
Top Gun sounds interesting. It is said to 
contain ten missions that include both 
dogfights and bombing runs with a 
pilot’s eye view. 


MEGA MAN H 


CAPCOM 


Almost as soon as we 
got done playing Mega 
Man for Game Boy, Capcom told us 
that there’s a second adventure on the 
way. And what do you know, they were 
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right! Mega Man D, which may get a 
new name before its release later this 
year, is another super addition to a great 
tradition of quality action games in the 
Mega Man series. This time, Dr. Light 
sends Mega Man through five worlds 
tilled with the expected badbots, who 
are controlled by an evil madman. To 
keep the suspense up, we won’t reveal 
who is behind all the shenanigans. Suf¬ 
fice it to say that Mega Man has new 
challenges, like moving through stages 
of clouds in which you can’t see him or 
the enemies! As in the previous Mega 
Man games, this sequel has a stage 
select and password codes. Wood Man, 
Air Man, Clash Man, and Metal Man 
are the four sub-bosses. Each of the 
worlds is filled with potential traps and 
items that can aid you, but quickness 
and a good memory of each area are 
your best weapons. 

Capcom has some other Game Boy 
offerings farther down the road in ’92. 
Two of those titles are from the Disney 
family: Mickey Mouse and The Little 
Mermaid. On the Super NES front- 



look for two awesome arcade games 
some time later this year. The first, 
Street Fighter D, is promised to be a 
faithful replica of die arcade action 
game. Magic Sword is the second title. 
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JAPAN WATCH 


Nintendo’s design teams in Kyoto, Japan never seem to rest. One of the exciting 
projects they’ve been working on is a Game Boy title called Lunar Chase. The game 
is basically a shooting mission game, but with a twist. You arc inside a heavily 
armored lunar rover looking out. The effect is fantastic, reminding us of the virtual 
reality of the Battletech Center in Chicago, although admittedly without the bone- 
jarring sound effects and super video monitors. We were more than impressed. 
You’re sure to hear more about this one 




GOSSIP GALORE 


One subject that keeps coming up lias to 
do with the CD ROM. When will it 
come out? What games will come out on 
disks? Will CD ROM make everything 
else obsolete? Well, the truth is that CD 
ROM will eventually arrive, but probably 
not for at least a year. Will it change the 
way wc play games? Maybe, but that’s up 
to the programmers and how they use 
the new, expanded technology. 

Closer to home, we’ve heard that some 
super hot games are about to hit the 
stores. Next month you should see 
T.M.N.T.: The Manhattan Project from 
Konami for the NES. Also look for Jak> 
co’s NES Cyberball, a two-player football 
game played with robots. Finally there’s 
Konamis Gradius: The Interstellar 
Assault for Game Boy. 



Still on the horizon, weVc heard about 
ActRaiser II development going on at 
Emx, plus some hints that there might be 
a fourth Dragon Wunor senes epic 
Town & Country 2: Thnllas Surfan from 
Acclaim is also m the works, but Wizards 
& Warriors M has been delayed 






COMING SOON NES 


Avengers 
Bio Force Ape 
Contra Force 
Cyfaeriiall 

The Empire Strikes Back 
G.l. Joe 2 
Hemmerin' Harry 
Might & Magic 
Rempert 
Rocky 

The Simpsons: 

Bart Vs. The World 
Terminator 2: 

Judgement Bay 
TMNT HE: 

The Menhattan Project 
Toki 

Toxic Crusaders 
Ufouria 

I Uncharted Weters _ 

F1-R0C 
Joe & Mac 
Lemmings 

Nolan Ryan's Baseball 
PGA Tour Golf 
The Rocketeer 
RPM Racing 
Smash TV 
Super Battletank 
Super Off Road 
Super Play Action 
Football 
TMNT VL 

Wanderers From Ys 


COMING SOON 


GAME 

BOY 


Blaster Master Boy 
Boggle Plus 
Boxxle 2 
Gradius: The 

Interstellar Assault 
High Stakes 
Mousetrap Hotel 
Q*Bert 
Star Trek 
Terminator 2: 

Judgment Day 
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NEXT ISSUE 

COMING NEXT MONTH IN VOLUME 33 


T.M.N.T. m- THE MANHAHAN PROJECT 

Pull up a pizza and prepare ro chow down on the tastiest 
Tuttle title to date. Learn whats new, whats not, whats classic 
and whats hot in T.M.N.T. EL 



GRAD1US: THE INTERSTELLAR ASSAULT 

The shooting srar of space-action games goes portable with 
Gradius for Game Boy. Power-up your Viper for a wild nde 
through a cosmos bursting with alien enemies. 



THE LEGEND OF THE MYSTICAL NINJA 

rhe young and determined Kid Ying and his companion, Dr. 

Yang, take on armies of wacky enemies. This two-player 
simultaneous adventure emphasizes action and humor. 



RAMPART 

Your casdc is under siege, but the enemy is in range of your 
cannons. Rampart requires strategy, speed and skill as you 
build and batdc your way to glory. 





BACK ISSUE 


These Nintendo Power bock issues ore ovaih 
able individually. Add them to your collection! 
They contain these exciting reviews: 

Volume 21 (Feb. '91): StarTropks, TMNT 
H: The Arcade Game, Quantum Fighter, 
Magician, Ultima. Quest of the Avatar. 
Volume 22 (March '91): MetalStarm, 
StarTropics, G.l. Joe, Hudson's Adventure 
Island II. 

Volume 23 (April '91): Power Blade, 
Sword Master, Totally Rad, Monopoly. 
Volume 24 (May '91): Vice: Project Doom, 
The Adventures of Lolo Si, The Rocketeer, The 
bane Ranger. 

Volume 25 (June '91): Battle toads. Day 
Dreamin' Davey, NE5 Open Tournament Golf. 
Volume 26 (July '91): Rabin Hood, Rockin' 
Kats, The little Mermaid. 

Volume 27 (Aug. '91): Ninjo Gaiden 3, 
Dragon Warrior H& HI, Darkman 
Volume 28 (Sept. '91): Super Morio 
World, Star Wcrs, Smash TV, Kick Master. 
Volume 29 (Oct. '91): Star Trek, F-Zero, 
Metroid, Shattcrhand, Roger Clemens MVP 
Baseball. 

Volume 30 (Nov. '91): Final Fantasy E, 
Tom & Jerry, Where In Time Is Carmen 
Sandiego, Hints tones, Ultimate Air Combat. 
Volume 31 (Dec. '91): Tiny Toan 
Adventures, Botmon: Return of the Joker, 
AdRoiser, Metroid H* Return of Somus (Game 
Boy). 


SPECIAL OFFERS 


Issues bam aur Firs! two yt-ors ore avoiloble 
only in speaol collector's sets You won't find 
these issues ot newsstandsi 

FIRST YEAR SET: 

Super Mono Bros 2, 

Nii|a Gaidea, 

Castlevonio I- 
Suncn's Quest, Zeldo 
’’ The Adventures of 
Link, TMNT. 

SECOND YEAR SET: 

Mega Mae I, 
Dragon Wamor, 
Super Mnno Brat. 
3, Tetns, final 
Fantasy. 


STRATEGY GUIDES 
AND TIP BOOKS 


Nintendo Power's Strategy Guides and lip books 
cover some of the most popular games ever and 
contain the most complete information 

STRATEGY GUIDES: 

Super Mano Bros. 3 
Ninjo Gaiden I 
Final Fantasy 
4-Pkjyw Extra 

TIP BOOKS: 

The Legend of Zeldo Tips ond Tactics 
How to Win ot Super Mono Bros 

PLAYER'S GUIDES: 

The NES Game Atlas 

The Game Boy Player's Guide 

Mario Momo 

Use the Bock Issue/Tip Book Order Form in this 
mogozine to order your books today 
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if you received an Instant Redemption Certificate from 
Nintendo last November, remember, it expires on March 15, 
1992. The Certificate is worth S5.00 off any NES 8-bit Game 
Pak bearing the Official Nintendo Seal of Quality. So don’t wait 
too long to visit your authorized Nintendo dealer or you might 
miss out! Keep in mind that the Instant Redemption Certificate 
can be used only when purchasing an NES Game Pak bearing 
the Nintendo Seal of Quality. The Certificate is invalid for all 
other products. 


If you have questions about your Instant Redemption Certificates, 
you can call or write to Nintendo Consumer Service at: 


Call ( 800 ) 255-3788 
Or 

Write Nintendo of America Inc. 

P.O. Box 97033 
Redmond, WA 98073-9733 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



